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g A long timig! ago. in‘a galaxy far, far away...;
A L e S 'The galaxy stands pn the brink . :;f.*" |
SR S e g P T | . of war. In the Outer Rim, the I
e e R S SRR greedy Trade Federatlon e ewa
o Bt MR R R K Sl W moblllzlng a secret army to it e
s A R B tril(e at peaeeful Naboo. g T D
L el e e el B R (L e Amldst grnwrng tensrons, Bravo-. et

b oy Al o i thht trainee. RHYS DALLOWS

Nt ERECGR e T prepares to fly Royal Escort "~ . .

BT e e . '~ and protect the Queen. SIS
LT .Meanwhile, the mercenary f.'..:_: ot Sl

gt 4 B 8 AT VANA SAGE has undertaken a j e
o SRR LT By dangerous assignment for the % ah
st Y Trade Federation, a mission -’
Lt Bad i, that wrll-lead her to a per“ous ol
Wit ST LS PR PR B T dlseovery
T s v And .on the planet Lok the
plrate captaln NYM prepares

i N e for hls next rald unaware that
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Thls is the regular mede where you _‘
play the actual missions. The 14

) JF Ssbuanavng missions run in a sequential order,
R b Ris Daos s prov i but after you beat a mission you can
< piloting skills by following flight :
£ Jmetmnins: JIOCH) | go back to it through the Mission - L
B oy &\ Selection screen and-play it as many . 2

times as you want. You also can change the dn‘flculty settmgs and
A replay those missions where you. mlght not have accempllshed all |
& . powe the bonus goals e

Naboo Proving Grounds Valuable Goods Midnight Munitions Run

The Royal Escort Eye of the Storm Rescue on the Solleu
SR e Contract Infraction Taking the Offensive Last Stand on Naboo
sty Secrets on Eos The Crippling Blow The Final Assault
8 Piracy above Lok The New Resistance

Bonus Mlssmns

Bonus mrss:ons contain 12 extra game features S!X are actual
- -~ | ‘missions, four are vehicle selectlens and two are for a muttlplayer:
e epthn These different features are unlocked with certain medals:

righter Training

Under the instruction of Essara
Till. Rhys Dallows flies deep
space combat training drills

against several waves of

holographic fighters.

2+ | bronze, silver, or gold Bonus missions can only be unlecked by :
Oy T‘. Vo earnmg medals in the regular missions. Each bonus mission *~ -
..., . | requires certain medals from a combmatlen ef regular missions, ln --

order to be unlecked

LTy
Bl e .

SO To unlock the bonus missions, you
ESTR only need to earn those medals listed
: for each bonus mission on the Easy,

8 - Medium, or Hard difficulty setting. Set Fighter Training A Canyon Spirit
R the regular missions to Easy to unlock Ground Attack Training Outpost Attack
S the bonus missions more quickly.

Charm's Way Space Sweep

Vehlcles ..
Lo »Once unlocked these vehacle selectlons allew you to return to any mission with that vehlcle. _ - K
o Want to fly the Nabeo Provmg Grounds W|th the Havoc'? Here s yeur chance. '
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® foe: 22

® Gender: Male
® Species: Human
® [rigin: Born and raised on Theed, Nabon's capital

® GSiarfighter: Stendard - Starfighter
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_ . Bender~ Female

. ® Species: Human

@ Origin: Raised on Hldemnn

. @ | Starfighter: The Guardian Fﬂé_rit_is |
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(A disenchanted starfighter pilot, sny,'

and edventurer; Vana grew up en
Aldereon and left the planet at ege
15 to work s:de-by-sfde with eeverel
beunty Hunters. Her edventuree toek
her to Naboe, where she ﬁerved in
the Royel Secunty Forces. Vane felt

~ at home there, but she also believed
the gevemment was foo"sh notto
- build a stronger nﬁm‘ery force. After
Vene 's requests to strengthen the
militery were rebuffed, she left the
planet. R
Sim:e then,

e reputatien for :
-working for the
highest b:dder.
H’ecenﬂy, she 'j_
used her keen
tactical mind ta
cepture the alien
pirate, Nym, for
the Trade Federetien. Vene is stm
emmeyed by the Trade Federatien,
but she's begmmng fa feel uneasy
abeut the emapee. F

Ty e G D

+-ﬂ1 e " :.. ' Ve o
‘B P
$.
| .
' ll ; ] L ) 5 " ,l' N ',. ':O T o . % L '})r‘imagdlmesl.com

LI 1 ! r_' y r: :..
AR : - - - MEER -
- 4 a4 . : =z g

"
Ll " em




[
" E - . ! L]
. . o . ; "
'] % - II‘. - ¥ -
-
. - 1 [ .
- 5 ’ - - rI
' 0 i a
* -
L ] L ] LY
- ' -
.I- 0} e - L} . & s [ 3 Ll
- f g .- i LS s ¥ . L 2 i . e
a .
. - " # i s . L
. !._ ¥ "" + . : . ¥ 3 . i : " ' LT
) & » - . . [l i . . -
b i : w o i z i it e T : ' . ’ i 2 ! .
o - A - . ; H . ra, 1
. . = . [ . ., - r . - ¥ 1
L] - L] . . . . . 4 L ¥ - M
" & ® & . ¥ W
! ' ¥ )

s » ® - E 4 .
] ' 3 i L - r "
.1- Fi ' 4 = hE . i s i
] - " ¥ ¥ &

2  * x = e . s LT
gt - = LSOO O B - , - £ o B : .
e ;};?w:‘}ih‘-ﬁﬂ.”ﬁlm'ﬁﬂﬁfmﬁ&mmﬁﬁmmmﬁ" P R D N e S P Sy P iﬂm‘%ﬁﬂﬁﬁﬁ-ﬁwmﬂekmﬁir.-.*;'..w",v_‘nb'-rf:_‘-iﬁd;ﬁza\:-.ﬁéﬁ:ﬂ‘ﬁj:ﬁ&wfmim%'ﬁmE—'-.*:“ ??:'.'-}"“r“-'\:‘x{u R ‘;-.,- TR ~'. T ww&“:l‘::‘ﬁf m&.—:ﬁ,
: Y & : ;
4 Orphaned et an eerly age, Nym is a

' | Feeorin, an alien species found on a
. few Outer Rim werlds. crrmmals en

- - "ha.
e e e L

. the plenet Lek raised Nym, but ms 1 i
I g meager upbrmgmg gave him plenty % :
i J _ of time to hone his tactical skills. 3 B
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H‘egarded as a bri"iant tectiman, he
isa respected pirate captain. Nym 15
just greedy enough to keep his
pirete crew in business, and he .
_ often plans nenvielent rerds emang
the COre Werlds. -
- Nym‘e banditry
f"'.reeently became
bothersome to the
- Trede Federatien,
| whe hired Vana
- | sage to capture
| him. While Vana
| was able: to. deteih
| him brieﬂfr, Nym’'s
) crew hélped him
> - . . escape from the
o -”clutches of the 'n'ade Federatlon. As
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R . Em;]g; maig - '.-'eVer‘ te put 'n-ade Federetron tergete '
> . Spemes m m.s slghts. . - -
g e . lngma- Fnaises:! an tha p!anei lﬂh |




lefore yeu take on the Trade Federatlon be famlllar W|th yaur starfrghtel:.~ Whlle your starflghter s |
fam:y weaponry can make you a ‘formidable opponent, you're harml‘ess if you don't have a solid grasp
-of fhght fundamentals Perfect the followmg technlques to make the' mlssmns Iess frustratmg o
f’ : - - '_}-* ;'_.;” ~.;;~' | : -i o . .: o tiQ‘. : U _ i g ! ::
Before you len in aerlai dogflghts, Iearn to fly Here are the bas.lc flylng technlques you must know.. -
Stﬁp al‘ld Go . o Lo "::" - | Lean on the brakes as you .
: approach stationary or 3
t's crucial to anw when to put the pedal to th(aI <l minving Ahraots. dewi
metal and when to- lean on the rakes., or stationary enemies /
Why wait th‘ YOUT enemles to come tt‘.‘) you'? have tough armor or |
By boosting toward them, you shorten your shields. By braking as you = -
“mission time for those precious bonus goals - aPPma‘ih ;hemr i )
~ Boosting also brlngs youin closer for a more - ke G R
h 'l'. L fire while staying far out =
accurate sho el e G B : of their range. -
P Ower Shde Use the boost to pick :
. up a little speed. i
Power slldmg is the Loaati o
5 QUICkESt way to " When you want to
make atur I'I, ahd lt S TR T T ee—— turn, let go of the ;
. an. lnvaluable t‘OQ; |n . i boost and immediately :
dogflghtlngl l‘t Bl e L . slam on the brakes as
i you turn. Blamo! ;
How'd you turn :

around so fast?

primagames.com
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One minute, you're
flying peacefully into
the air...

A

...the next, you don't
even know what
direction you're facing. R3F=Y

e AR

T g

Knowmg your cockplt and bemg able to use rt to its full potentlal is ‘the dlﬁerence between wctory -
8 and defeat Your starfrghter S HUD prowdes loac:ls of cr:tlcal mformatlcm o |

’ Target and Auto Target o

4

."‘

Your targotmg system is what you use the most Wlthout |t you re
lost. Your targeting system has two modes: manual and auto. The
- - auto target locks on to the nearest enémy ‘When that enemy is
" eliminated, it automattcally locks on to the next nearest enemy. . 1l | |
~ The locked- -on enemy's name is dlSpIayed in the bottom left corner moslt important target at the moment,
- of the screen. If you are looking for one particular type of ehemy, HOEdoibi Jus 40 Aucr Bl i
- ‘.—keep tapping the auto target button until you findit. | - -
 The manual targeting system is useful for Identlfymg targéts in front of you Pomt your s:ghts in
k the target's direction and tap the manual targe‘t button to lock “on to |t Thls is the best way to fmd
N targets for your gu:ded secondary weapons L e o |

Press and hold the manual Saner Vlew Soel e
targeting button to activate "Can t see that far‘? Us‘,e YC)LII-" trust e

the sensor targeting system.
This lights up all possible
targets in your field of vision.
Move your sights over a
target to make it the current
target. This is the fastest way
to find enemies in the area.

: 0000

At Iong dlsﬂ:nces, your connon flre takes some Mo
| to reach its target. Shoot ahead of a movmg"i‘arget
_to moke sure lt hlts. %3

\ Those holo starfighters |
sure are hard to hit
from this distance.

............




Objectlve Pomter . . . . . A
In the chaos of cembat it's 5 easy te get drsorlented In s‘tuatlons where . AN
you rnust protect er attack certaln targets the objectwe pomter |a yeur f_‘ iy "
savior. Degfightlng can turn you in every dlrectlen To find your. objecttve |

‘again, orient yeurself 5o that the arrow is pointing directly away from
_you. Its tlp sheuld be in the centerﬂ(:lrcle You are now facmg your target |

L -

1 Objectwe Crltlcal Indlcator L

. . When one of your objectwes is to pretect a frlendly unit, thls Irttle hght tel s you when ~
. it's under attack. Find it above your secondary weapon 's ammo indicator. It flashes red,

" accompanied by a low tone, when your objectwe is in trouble Watch this SO that you can turn your -
attentlen to its attacker. L b o L |

- o . L 8

v L d ¥
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There s no shame in needlnga little help In
some of the missions, you have wingmates to
back you up. By default, they:are ordered e o . N L
~defend you. This means they engage any . @ .. -

“ enemies that are foolish enough to attack yeu. P e e e el

- Dependlng on the mission objectives s =~ = v . ~ - -
sometimes better to have them defend or attack a certalh target Have them attack targets W|th

heavy fi-repower to draw thelr flre Don t feel bad they are near invulnerable in most missions. In
* sitive our wm‘g_mates can start weakenmg

The "report in" functlon of your
wingmate commands is useful only
for informational purposes. Press
this button and your wingmates
report in. All this does is let you
know if they're all still alive.

If you're in a swarm of enemy starfighters, all itching for a piece of you, keep your
finger on the fire button. In a dogfight with multiple enemies, you stand a good

chance of hitting stray fighters as you maneuver toward your intended target. primagames.com
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This sleek yellow starship is elegant and practical.
It is known for its agility, precision control, and
raw speed. The ship is also equipped with strong
deflector shields, but beware that it has a limited
number of secondary weapons.

Twin Nubian
Sub-Light
Pulse Engines

J-Configuration
Space Frame

Laser Cannons/
Torpedo Launchers

Chromium Finish
Denotes Royal Status

Laser Cannons

Psovansnssssosanoonsossncssssscnnnane”

stessssnns
faevacrnnnn
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The N-1 Starfighter is quick

= and maneuverable. It was Ll
‘" made to navigate through i
narrow canyons as well as e
(o excel in dogfights. F
i ’ G ﬁﬁ ‘
TRE S .
= | The proton torpedo is a '
d | - force to be reckoned with. K
- _ - packs a powerful punch and
B ' 2 A ' can track its target. "

- L ~ ' Enemies in tight formations b & . ,
P ~© . arethe N-1 Starfighter's 3' C (9 D B o
= e specialty. Charge an W i e
B = advanced proton torpedo up R
e 2 and watch the destruction of !
- e multiple targets. S
- | One advanced prgron, Iorpedo usgs up two
i torpedﬁs. Ration ihegl s
, ; Make sure your targeting sight turns red
oo before you release the proton or
S advanced proton torpedoes. Red

indicates that your target is locked. With
only 10 torpedoes in your arsenal, you
don't want to miss a single shot.
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One-Person
Cockpit

Nano Missile
Launchers

o

A hyper-maneuverable ship with two
top-mounted wings and a third ventral
wing, the Guardian Mantis can enter a
stealth mode and brake to a complete
stop. An astromech droid named
Mod-3 is used for in-flight repairs.

R ey e L A Yok TR L e L Th T i L Ry ey LR e

B e e e e A P R e e D R R e T

rimery Weapon  Secordery U
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Luardian Mantis llotes

RPN

5
: Mission 4: Secrets on Eos, you can come to a complete stop. Take advantage X
- 4 ' of this by shooting out the droid turrets from afar. The braking ability allows you % -
| to destroy them wﬁhcut the danger of drlftlng tﬂward them and tak:ng fire. U%: :
: O- — : —0000
; You cunnoi bruke like I'I-ns in all missions. If youf
. try it any other mission, don't be surprlsed if you
‘ slowly move iowurd your nnmy. e
Y " Ahh. The heart and soul of the Guardian Mantis: the ion-enabled sensor tags.
Tag your enemies with one of these to completely drain their shields.
] Once the target is tagged, the nano
~ missiles find their way to it. You can even
- B aim in the exact opposite direction of the AL
]  target and still not miss. If the nano TR
- fe s, | missile runs into anything on its way, that { - '
sl e e e e thing takes the damade. Always fire an 1 .-
Ve 0 - ample number of nano missiles in case | 2
- = s | -+ they get sidetracked on the way. L, PR

You can tag multiple enemies at once if they are | [he Guaraian . '

close together or behind each other. Line your o - ey O i N{antas is equipped - Dadiie
‘ J e E s  with an advanced
sights up to take advantage of this. But & £ A" .
| = MR G ~ secondary weapon ‘' .
remember: The nano missiles only seek the - o P e .
: s o e s called the ion ] ;
currently targeted enemy. The red circle around & e e o
L Yoars. ¢ » #,  encumbrance T
the target md:cates that it is the current target. e e 3 ; b R
| V. | - powerful weapon . -
completely 200
disables its target. ..

If it connects, the - - = . -
craft neutralizes. The drawback to this is its range. You :_
must be dangerously close to your target for it to reach. - . -
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The Havoc is among the most experimental and dangerous craft.
The bomber was recently stolen by Nym and his crew, who then
made numerous modifications to the already deadly vessel.

-
Ly

o

:, Equipped with heavy shields and an automatic rotating turret gun, |
1 the Havoc also boasts six laser cannons and two bomb chutes. V
Triple-Laser © S 7 Rotating
- § Cannons _£W - 17'_ N\ _Turret Gun
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Bomb Chutes
N (located on bottom

i

of craft)
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I‘ym s bambe fhe Haudc ls %ptly named, In tems of sheer power, the Havoc is a o .
monsfer. Wlt N heavy shlalds. six mgnteddaser cannons, a rotatmg turret gun, and two '. |
‘bomb chutes, i ;ils easily gthe most desg!uctwe starfighter in the game. Its plasma’ scourge w
spellsﬂo@m fgrﬂsmgle or multlplﬂargets. ' '.ever, all thls power doesn't come w:thout e
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CHESTEAT I TN,
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: The Havoc's six iasers tear ':. s - _ S
: - ' Bombs away! For grounded targets, one
. through targets faster than o

' energy bomb does the trick. Aim with that
any other lasers. S DR
special blue ground-targeting sight.
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¥ The lack of gr_a.wit.'y. in space
-+ allows the energy bombs to fly
P%H straight. Bonus!
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For heavily armored targets, the plasma
scourge is the only way to go. Though it
takes five energy bombs to charge, it
does an incredible amount of damage.
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| Tlme the plasma scourge carefully. It takes a Ionf h o
"I".| time to charge. And when you release it, make
sure it hits the target. Be careful! 1 .
) it . completely B
.~ The Havoc is slower, o have no contrul :
| which makes & over it, it makes ﬁ ;
: i

. dogfighting more dogfighting a little

“_ difficult. It requires easier. It isn't very S e S € o i 4

powerful, but it's
still helpful.

you to be more |
accurate with your
shots. But with
those powerful

' cannons, a few shots :
" is all it takes. e ‘ . i




" How embarrassmg. You ha#en 't even
begun your advanced starfighter
training and you re caught sleeping
on the job! No worries, your flight
instructor, Essara Till, doesn't seem

- too upset. However; she does seem
‘anxious to get you up to speed. e

Could it be that she has an :mportant

. - T U .« mission for you? Maybe. Maybe not.v.
e o en | 4w/ | Either way, Essara isn't going to
i1-1 Starfighter [ - 18 take you am{where until you pass
—— —_— N Y _thrs trammg course, so hop to it. i

OBJECTIVES

Uesiroy all first arena mines
Uesiroy all second canyon mines
Uestroy fraining droid

Uesiroy all holo starfighters
Ueieat Essars

Uestroy all bonus mines
Complete mission in less than four minuies
LLin race against Essara

: = - e 0000
Like nny other mmes, these explode if you get tﬂf

. close. Keep your dlsinnce ory ur. shlelds W pay

- \he price. e -

You must destroy - _
" nine arena mines in .
“this c[earmg before :
' you can move on to
the next area. Get a
Jump on the mines by
shootlng your lasér
cannnns before you
| “even ehter the

]| clearmg

§ L) -”: -+
L '-.-;'-_‘:"' )

Use your auto targeting
system to hlghllght the -
mines as you go. This .
‘ensures that you don' t
| I"I1I5$ any, even if you

-0




| those pesky mines to'

r

'." .is above your currept

«and treacherous =

L]

A As soon as'you've
When precise flying is key, use the auto- @R ECECCVAREIRS S 988
level function of your ship as often as | | canyon mines, you will
possible. Flight is much more intuitive || sight your next ta"QEt

. : tamatlcally even
when your fighter is level. o &
Y 9 before you reach the

: '-ﬁclearlng Your ’farget is
a tralnlng dro:d %,

LS

-

Your next task isa
llttle trlckler You.
now have 20 mf

deatroy This time,
they are nestléd
throughout a narrow

car’iyon.

Watch for tha Ievei

changes in the e
- locations of the next ke
Jn;nes. If the next. mine|

plane start pullmg up
SO that when it’ comes
into sight, you are .
_already at its: level. It s
~ easier and faster to

shoot at a level object |
than at one above or below you. e

." A rTeet =ty . b

The sides of the canyon can take a good
chunk out of your shield and hull. Don't
hesitate to brake if you are in danger of
scraping the sides. It's better to lose a
few seconds off your time than to smash
into the canyon's side. The exception is
braking immediately after a boost. This
could make you slide into a wall. Let go
of the boost button for a short time
before braking.




TR PR
x| Did you notice a
| mine or two as
you chased down
that second holo
. starfighter? These
"+« are the bonus
- .. -~ | mines. Eight of

The bonus mines are not
automatically called up on
your targeting system. You
must manually tap your auto
targeting button to light them
up. You only have to do this
once. The mines are easy to

..~ | these puppies are miss if you don't turn on your J/‘“

., .+ strewn about this targeting system. Knowing %‘ %"

- & . | canyon. where the next mine will LY %
‘ show up greatly improves A
5 8 your time for the course. ;

iy o - — ——— o ——— — ———— e — — e e ——--——————---—-—--———--——--..-----.---..,..._...;..___._..___‘___________.,_.. e B e e e e e I

Emnus Eual EI

Good work. Once
those fighters are
gone, prepare yourself
for a friendly little

race against Essara.
Position yourself near
the blue holographic
wall and boost your
way through as soon
as it drops.

| Thought you were

~ done with those pesky
‘holo starflghters‘? Not"
a chant;e As-you *
-approach thls next _
clearlng, zoom in t0
* the far side of the - . ]
arena, ;ust under that
holgprajector Have K
- your laser cannons - |
_ready because thats T | e -
" where the next two ho}o starflghters appear Blast them out
i ofthesky*. E g e e

Listen for Rhys to say "You're on!" The

holographic wall disappears right after £
this. Time it just right to get a running L
start! :

HowT g G oy

You re'not done 3&1:
ace As quackly as .
posmble boost your "
~way to where those |
' fighters appeared and -
turn: around'éu 'thaf" o
you re facMg the
canyon you Just 7
- emerged from. Zoom &
in and ypu‘ﬂ see tht—:-
Iast three holo = . 1 80 |
starﬁghters comlng toward, yo‘u lf you hold down your 2 __F
_ brakes and fire at them from here, , you can get CIRGIC |
before they break formation. - ‘

O

' | <« | Be careful not to cheat and go through the wall f
* | before it disappears. If you do, you'll forfeit the St
1 race. You know what they say about cheaters... it

Essara isn't too quick A
herself, so boost your \\
way through the

canyon at a fast but

careful pace. Smashing

into a wall does you no

good. When you see (Ewwara)
. the final holographic /et
- wall, that's your cue to | '
punch it. W

u '
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?du"QE'done well 50
far. Now |1: s time to
 goup agam&t Essar& |
. herseh‘ Boost your

> .3 N-1 Starﬁghter to the’

| other side of the

. B clearlng, turn arolmd
., 4 and get ready to face
. E yout teacher

e

e }
y .i. ¥
p - :
. E A - S B
' L

Essara mforms yau that
~ you have to take out
" her shields before she -
takes out yours to pass.
thss final test. Not a
.prqbiem. Keep your .
sights on her as she.
explams this to you: lt
.| doesn't -hurt to fire a

few shots at her now, | 5 ’

. either. The match begins "0 . -
when she s says “Gn'“ and your targetlng reticule turns red.

b l(eep jﬁﬂr éi'm ‘steady
as Essara flies around
you, If you've kept . TN
~“your dlstance from her,
‘she should be an easy e -
target ‘That was the
~ purpose of flying to'
the far end of the

~arena. I(eeg at it and

" before: long, her shlelds

wuH be dramed And '
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Bonus Goal 2

they get past you.

It takes some fancy flying and shooting to finish the mission
in less than four minutes. Start out by boosting right past
Essara through the first canyons. Though she says to follow
her, you have to stay in front of her to make it under the
time limit. It helps to know the twists and turns of the
canyons. It is quite possible to lean on the boost the whole
time and still make it safely through these narrow and
treacherous canyons.

At the first mine-
riddled clearing, ignore
the targeting system

.

and start shooting the i
mines on the left. Take : “
out the mines from left 5
to right, even if this ?EJ-I%E

means shooting mines
off in the distance

before shooting the O ..
one directly in front of i |
you. This allows you, as you blast the last mine on the right, |
to continue boosting right through to the next canyon.
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The quickest way to
dispatch the mines in
the canyons is to hold
down your laser

1

il
cannon button. 4 |
Combine this with
short bursts of boost ‘ A
and the mines il el b :

practically blow
themselves up as you
speed through the
canyon. Just remember to boost toward the mines as they
appear around the corners.

e

Those dogfights with
Essara and the holo
starfighters can eat up a
good chunk of your
time...if you let them fly
around you. The last

LE__-. : -ﬁ'"'l: . T
thing you want is a wild LT
aerial chase. Aim early /"7 *
A
and accurately to ;:/ . ;; )“r'j'z
destroy them before Eﬂ,ﬁ
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OBJECTIVES

© . Protect the Poyal Starship

-5
AL

¥ { _Loek et you new. Jus’t a while age,
_ you were e‘tr‘uggﬁng Mth the hele
4 eterﬂghters. And now, you and
 Essara Till are escordng aueen
Amidala to a meeting with the Trede
- Federation. All looks well as you '
-'_5eppreach the 'l'rade Fec eret:en ship,
- but Essera 's feeling a httle uneesy
about the wlmle thing. Her . M
| uneasiness is soon realized ee you

g :':spot some unidentiﬂed cra fts. To

| make metters worse, the Trade ﬁ‘ -
Federation sh:p juet disappeared .
Loeke like it's up to you and ESsare
 to protect the Royal St.er‘ship until it
_can make the jump te hyperspece
Don'f blew H. S .

b .,'

)

O Royal Starship takes no hull damage |
OF-1 Uestroy all merc daggers in less than one minute
CkY Rhys destroys all merc disnogas

/Bnnus Bnai E

* | Ten merc daggers
v | are going to be
| tough to destroy
in less than a
minute. You'd
| better get
cracking then! The
moment you gain
. control of your

_ - | starfighter, tap
e .1 ;t your auto target £ NG e e B S 2
' | button to lock on to your first dagger Blast it to
oblivion with a proton torpedo. Or, if you can do it
quickly, use your laser cannon with the sniper view to
save proton torpedoes.

primagdmes.com’
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Make daggers your priority to

" your auto target button until

Before firing your proton torpedo at a
locked-on enemy, remember to wait for

your targeting sight to turn red. If it's
still yellow or blue, your target isn't
locked yet and the torpedoes will miss.

Once that first dagger is
destroyed, ignore the
dianoga and morningstar that
were in formation with it.

achieve this bonus goal. Tap
« T

s
§(/

you lock on to the next
dagger. If you haven't
boosted around too much, it
should appear, along with two
others in formation, to your left and under this bright star.
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Protectmg lueen

'Arnidala and the Rayal__
' '_f._.ff_:Starship is no easy'
’;f_&ﬁtask Wuthrﬁ""’hg

Technique makes all
the difference when
tackling enemies in
formation. Give these
three daggers a taste
of deadly force. Ready 5
your proton torpedoes
and fire one as soon | Tl
as your targeting sight [/ %
turns red. Once the ]
torpedo is launched,
use the manual target function to lock on to one of the other |
two daggers in formation. Again, wait for the red go-ahead | '
from your targeting sight before firing. Repeat this with the
third one. Four down, six to go.

With all the confusion, it may be hard to
see the Royal Starship, especially once

r " - = = »
"".‘. ...-. - - x- -4 B a - . L -. o
L- a o F - S I-u . o 1 . .I. -
. o, e - - T

- Y T SRS St b ¢ W - B L . ﬁ./' 11‘
Use your auto CETRERTERS s SRR | it enters the gsteroa;l belt. Use the Q
targeting system to wﬂ o i SO | objective pointer with the manual
P ! N T r F 3 s - ’ =k SO :.' b ..--1 g
find the next two e, PN ey : ' e targeting
waves of daggersand ' | ’ } system to

repeat with the proton - | spot her.
torpedoes. With some
good aiming skills and
luck, this bonus goal is

in the bag.

N Y

G it
-0

[P ARy 8 .'|.'B" LA

Even though using proton torpedoes is
the fastest way to catch the daggers in
less than a minute, you'll need those
torpedoes later on. You can't avoid
using them altogether, but with accurate
aim, you can down a few daggers with
just your laser cannon. The fewer
torpedoes you use now, the easier it'll
be later on.

.....
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KLy
- - DPBoous Goal i
’-, \ | The Royal Starship has 3 s
" ashield that protects S '

: it from taking hull ‘-1 ) o
damage. To complete Lod iinial
this bonus goal, you b A . _;’hr{

.7 .. must protect the ship o, W ,,e")
3 : ~ v R
i so well that the shield b Al 5 _
: isn't penetrated. Your 4% £ g
! - objective critical 1 =8
.. | indicator is an :
: " invaluable tool for this.
30 Each time the Royal Starship takes a hit, an alarm sounds
.. and the indicator flashes red. This is your cue to find and
> deal with the attacker.
Dianogas are the
deadliest of the
enemies you face on r l%\
this mission. Their e
.. tough shields allow \f } N
2" ! them to deal serious | ! $ ?f p
. . .« damage before you can @D
" | destroy them. The - A
“ .| Royal Starship will take {g'
a lot of damage if you ‘W
. don't keep a lid on
them. Especially troublesome are the last wave of dianogas.
* These are the ones that appear after you are informed that
.. the jump to hyperspace is aborted. Drop everything and
.. " quickly target them; they can drain the Royal Starship's shields
before you know it. Remember those proton torpedoes you
. were so stingy with earlier? Unleash them now.
:’- Be quick and accurate throughout the mission. The faster

X - you reduce your enemies to cosmic debris, the longer the

] 7 Royal Starship's shields will last. You need them to last long

I enough for the Queen to make the jump to hyperspace. If

; you hear the words, "Shields are down," you've failed Bonus
: Goal 1.

primagdmes.com
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FfBUnus Goal 3 ”
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If you've done your job _ 3 -
protecting the Royal sk )
Starship, you've R s,_-_-f,' ®: j
destroyed most of the §8/ wsis o 2w * & ..
dianogas. Be wary of * ' #s' 5 'f'."’ * ;“1'"3"“ ot
that last wave that P “{l . (:\:? Bl . o 8
prevents the jump to o s 5
hyperspace. These Vv, Q 2 AR

dianogas are tougher
because there are so
many of them at once.
Unload any last proton torpedoes on them to prevent taking
any unnecessary damage. Stay focused on protecting the
Queen and the bonus goal should be a piece of cake.
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Miss:on 3. Con tract ln fractlon
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~scarabs so that you
- can shoot them all

_before they reach you.

| The scarabs in this -
‘mission are fairly easy
to destroy, requiring -

| only a couple of shd’ts 1'

to bring them toa.
f' ery end '

i
S |

Position yourself in - £
front of each wave of °

primagdmes.com
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W (. Uesiroy all scarab fighters
2. Destroy all hunterseeker droids
& 3. Defeat merc fighters

PrimasOfflclalStrategg Guide & |- IJ

. new assignment. This one should be

_'blow up a few of their new-fangled
- record the battle statistics. Souhds

...: | simple enough, but you're feeling a
i | little uneasy about your pact with the

® 3. Uestroy all merc fighters

y.Y/ rig'h"t,' Vand Ségé, the "ﬁ*aiié e
"Federation wants to hire you fora

a walk in the park. All the Trade
Federatmn needs you to do is to

scarabs. while observer droids

ﬂade Federation. It's just. another -
reason to ,get this over w:th, quickly.

i

® i Tag all scarabs
@2 Lompleie mission in less than four minutes

} ..

- @ SIS N N W mmmSm W7
- ™ + 9 P
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Remember where
you are in :
relation to the

large Trade

' Fadarnhon ship.
It can take a
good chunk off
your shields if | ...
you runintoit. | .
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Bonus Goal

NOTE #*

Your Guardian Mantis
is equipped with ion-
enabled sensor tags
as its secondary
weapon. These

o

Y

helpful tags drain an
enemy's shield and
allow your nano
missiles to track
targeted opponents.

Tagging all the scarabs

you encounter makes
completing Objective

1 easier. To tag a

scarab, tap your

secondary fire button

when one crosses your g
sights. Once a scarab 1 1
is tagged, firing at it
once destroys it. This
saves valuable time,

letting you complete your mission in record time.

A
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A carefully
placed shot |
with your
ion-enabled|
sensor tags
can tag

more than
one target

at a time if
your ;
opponents are
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flying in close formation
advantage of this and get a jump on your
enemy by tagging multiple enemies at once.
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Bonus Goal 3

Act quickly to
complete this bonus
goal. Show no mercy
and don't let the
dianoga retreat once /oy
you have taken care of 1 731<) | .
.. ", . the other merc LETD | -
ez fighters. If you hear, f Wi, '
“form on my wing,” it .
means all cnéy the ; \\\’
fighters will hyper out

soon. Destroy all the fighters before they get away and the
bonus goal is yours.

To ensure (i

that you

obtain

Bonus

Goal 3,

target the |

dianoga |

as soon

as It

appears.

It will be

trailing behind the first dagger that appears
on your targeting sight.

B You can spot

B the dianoga by
§ looking for the
| yellow dialogue
d tracker. Once
| you find it, tag
| it and shoot it

P g Now the Trade _
Federatlon has sent ok
seme of their hired.
_hands to finish you ofF
Tag these fighters as
they approach you
~and start flnng The
earller you take care .
of these mercs, the

; iess damage you take.

73 before it has a
B chance to think
¥ about fleeing.
With the
dianoga gone, you can concentrate on the
rest of the fighters. Quickly destroy the rest of
them to earn this bonus goal.

To complete th:s _
mission you ohly need
to take out the daggers | .
and'morningstars. The |
| dianug'a will retreat
‘once you have
destroyed its buddtes. :
It should know better
than to messwnh

‘the -une and only

Vana Sage |

-
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" Bonus Goal 8

5 e = T T T TET LA T e W T N T ST T

T WA, el T TReETwL L

Completing this
mission in less than
four minutes is easy,
thanks to your
tagging ability. Tag

: everything to avoid
wasting time on
% iy, . dogfighting.
; iy, |dogfighting
} )3
ot o
" Once something is g e
[; taggec{, manually i , . .
" target it and you can B g :
. shoot it down with - - ' PRk
~ fewer shots. Oncea s, WL |
- wave of fighters is . | ' i
' | tagged, simply start Pt I
- 4 &
_ firing into space until

all your targets have
- disappeared.

— oot




N © 1. Destroy Shield Generator |
N © 2. Uestroy Shield Generator 2
R O 3. Oestroy Shield Generator 3
Uesiroy Shield benerstor G
Uestroy Shield LGenerator 5

Uesiroy Shield Leneraior B
Uestroy Shield LGenerator

Immediately fly up to
the center of the
shield. Position
yourself just
underneath the
shield's beams and lay
on your brakes.
Continue to hold
down your brakes to

prevent drifting into
the shield.

= L 3 " L " i
" T o .
0 £ -y ' . .
4 ™ T i
& .

You're sure to runinto some -
'security, so be careful, Vana, and
- Watch your back.

So much for this planet bemg A
Uﬂlﬂhﬂblted, huh? It looks as though .
. the Trade Federatron is hldmg a

fhctory here on Eos, but a factory to
make what? Don 't stick around to
find out. Before you can get out of
here, you need to disable the glant

- shield trappmg you on the surface.

' You must take out seven of the. e:ght
shield generators to disable it. e

e

S RO 1) 1 R R b
: "E,!";ji: 2Nk 2o
| B pidy ¥ .':i'}h-,:;;* *

<> 4

esiroy dispensers before droids are launched
estroy all miner droids
omplete mission in less than eight minuies

Colliding with the @™

massive shield
damages your

shields, l|:|.ls|'nng

you back toward
th_e surface. Use
your brakes to
remain
stationary and to
avoid crashing
into the shield.




- "I point, you can

above the fiery
surface, pivot around,
targeting the droid
dispensers hidden in
the dark mountains
below.

)

."":‘:.::’\""‘x
¢t 1V &
o %

[Dreid Dispenser |

From

here,

shoot

down as

many

turret

droids as

you can.

This

makes

your stay

on Eos a little more comfortable. To save
time, use your ion-enabled sensor tags to
disable the turret's shields.

The droid dispensers
are hard to see. You
can identify them in
the shadows by their
six blue dots, lined up
in two rows of three.
Rely on your manual

obtain your goal.
From this vantage

. destroy five. The final
droid dispenser is
hidden behind the

floating factory. Stay
high above the
.. surface and move to
the side of the factory to get a clear shot.
Bonus Goal 1 is complete!

From your perch higl’ir :

1’| destruction by using

1

e -
o]
S

Keep an eye out for any remaining turret droi‘cj__ﬁﬁi
the back of the mountains when destroying the
shield generators. If you haven't shot any turret
droids at this point, return to the top of the shield
and take them out. 2\

" . X
RS TIIIR,  «
AR __. ) .- .'. £ I....-. .__-_ o -. .. :_I._ '_._. e

- e : 4 2 ] *

B A : -,

net. Stay high off
the ground as you
make your way around
to each shield
generator to prevent

_ any confrontations with
hunter-seeker droids.

LJ -
"3 . M =
- L]
. .
R S P e
b S "'. } :

Shoot the shield 2ol
generators froma .+ .
distance to avoid

Wil targeting system to ; : -
g*’a?’ : - . o . - crossing the pathof * - | . . ..
(@ - identity the dispensers | ol b
\ ; before destroying | amy ol e lemianiie
T A i Blowly sein turret droids on the |
| searching the mountains, by pressing your manual targeting rl;a;kn:;::;e - tﬁel e
- button. Once a dispenser is in sight, fire at it until it explodes. e : | *L
| | sniper view to i ' ,
. You must destroy six J | increase accuracy. | .
droid dispensers to Wb e

| Speed up the

your ion-enabled sensor [*
tags. These take out .
the shield generator's
shields, feaving you less
to blast before they
blow. Circle around the |
skies until you take out ||
| the required seven .|
| \ shield generators. -

F

e ©
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gt o Before destroying the last of the seven shield | s ;
TSR generators, ending the mission, head down to .

e oY Eos's surface to obtain Bonus Goal 2. Once E
' il you have destroyed all the miner droids, S

s blow up the final shield generator to complete
= the mission.

.. | Bonus Goal 2

.- Miner droids are the
" small pill-shaped _
S droids that scurry .

, : . about on the planet

" .+ floor. They don't
2 . | show up on your .

" .. targeting sight, so .
~ . you cannot target = T = s 7 '
e ":. them. These droids ; e} : . : ———
* . . are harmless, but \
... | they're protected by |
* - " - hunterseeker droids, making it dangerous to pursue them. | | J
T |6 | . ®  Look for eight miner " NOTE |
8 . o droids traveling across = ' N— PRS— s =l .
the lava's surface in #8! The miner droids can ' | e e e | 5
3 the center of the ! beshotfromhighin e .
: T LR a e the air with sniper ~ E e aooe ]
‘ - run from you or view. The miner = . 1 s -1
St change their course | droids are harderto @ é}? =
g7 u when fired upon, so see from here, o S N g
: e R e M Causing you to spend -' 45 - = 1)
R not be too difficult. more time completing / J:ﬁ"". P Xz,
=5 Bl this bonus goal. *‘ S - .

.:' . I. 1, Fly down toward the - | —— !-Iowe_uer, it's a good g 5 = ?. !
s . "+ lava floor and take 2 | s hyoLalo e . |
el 0 finy health and cannot afford to get hit by a hunter-seeker droid.

; ‘1" I _ | droids. Keep an eye |
.~ - | outfor any hunter- The miner droids run { -
o I . set routes around the N
% . | may be lurking ' large factory in the
. .+ | around the area. middle of the lava B
s e, lake. At times they
briefly go toward the ..
mountains, then !
return to the lava. |
Circle around the *
factory until all the |
little menaces are
destroyed. J. ;
: "',-. & ‘,, y : ot :
: .‘ s Ay
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J".Ennus Goal 3

The key to
completing this
mission in less than
eight minutes is
staying high above
the ground, out of
range of turret droids
and hunter-seeker
droids. From a high
altitude you can
shoot all of your
targets without wasting time defending yourself from attacks.
Don't forget to use your ion-enabled sensor tags to disable a

E target's shields to savetime. @ = Jdueay . N
k” ™ = — “a \\ Flydowntothe

e ‘% surface to destroy the

\@;;5_-?;;5} 5 ' - * * miner droids—it's a lot

faster than trying to
shoot them from high
above. You're stuck

—

: E facing a few hunter-
f 1 seekers, but they
o § perish quickly with the
i help of your ion-
l‘x enabled sensor tags.

e it - e
. Iﬁl""‘ Lol




- - - - \E e

'&@.amﬂ"@kﬂ.ﬁ:{‘ S

( What's a pirate to da without a plrate

ship? You've had a bone to pick with_ -
 Vana Sage ever since she put you | Ry
behind bars and took your bomber, tha }

Havoc. But now that you're out, the
tables are tumed inately for her;.
she has same knowledge that ccmld |
_save her' life. The Trade Fedenatiom 4 |
 been pretty active. 'ﬂreyrmvaa N

“ factory that is mass-
What could they be!i:p to? But ﬁr@
' you have to take care of;!ana {‘auld
. you blast her? Nah. She might be -‘ '%:
useful later. Keep her locked up,

though so you'll re to ﬁnd - p |

L 4 7
R e e S S A e T e

OBJECTIVES

' {. Uisable one superireghier
» . Uestroy all scarab fighiers -

B © 3. Oesiroy TF repair ships ® . Oestroy four TF freighters
I OO Destroy all droid starfighters @® 2. Complete mission in less than seven minutes
L e A b ® 3. Uesiroy missile frigate

:'- Now you have a pirate crew to control Assign
F AR them different targets. Use them to attack

O R enemies if you're busy doing other things. Or

' The f'FSt th'f‘g YOUFSE& Sai S . assign them to attack heavily armed crafts to

: inthe dls;anﬁﬂis a | &' 2 e draw fire while you attack with minimal

B canvoy of- enan'ﬁesf . = | . - | damage to yourself.
e o superfrelgh'!%as an’dfT‘F Put ‘on your boosters and@
:f ﬁ | freighters with®Scarab _get to the action. You're #
SR - ; ;ﬁghters defe.ff ding I on a time li arget the

E
i

Hn e -them. Fitst, take ouu
ot ‘thc:'as%r flghters while & 1
c oy ipﬂ%ak%our ‘way to - o } start flrlng Be réady o
tb&fre:ghters If lefé® - ™ e .aim your craftin duﬁerent
i alwe thls first wawie of scarabs becoﬂa real nuisance e directions. Those blasts

| nearest scarabs for you .
and your wmgmen and

. e e . e MR e e rom the scar,abs can. . -
- 0 D e really hurt : -
pri’rﬁugdﬁﬂ_.com' B ead U% O & w5 Rt ' e ,P <



iMission Objeclive

i A i ." 'J."-u

. Take out four TF

. freighters flying close
to the superfreighters
next. If you don't
destroy them early,
they will escape when
more enemies fly in
to attack you.

Fly up close to those
freighters. Four of
your energy bombs __ |
used in conjunction aE
with your laser : "
cannons will do the |
job. Ignore any scarabs |
shooting at you. You'll
deal with them soon
enough.

irai

': f:rYou mlght take some
;;ﬁrg from enemy
'_'ships, but stay on.
iyourtarge’t It's -
‘critical thatyou . . .
disable that shlp Yau
shou]d be able o
disablea. . @
: superfrelghter befnre
_you receive much '.__ .
= | ‘damage. Don't worry

about thos:a scarabs they can wa:t untri !ater. S R

<
0
o,
O
<

Don't be afraid to fly up close to the

superfreighters or TF freighters when you're
on the attack. Being close helps ensure that B 5 | e T S | e
your energy bombs find their targets. Justbe @R .. TR e - al , v, R
careful of the superfreighters' lasers. . Sl s = ' S . < By '

g an take on th@se A
' scarabs you've A
- |gnored for.so kmg If
you haven t dbne sa
Iready, set your e _ )
'. wmgmen to attack - s B L
those fighters. They | s - B
__:_.rmght outnumber N | '
1 '-_your tbém but they_.""-ﬁ"
won't be a problem, - ~ 4
foran experiencéd, M _ — ]
{_i;-pilat like you. Take out as many as you can because you stlll ;
have ether thmgs to take ca}'e of £ SR




iMission Obieciive 3

_ The Trade Federahon
. reﬂlly wants that =
S Eupeﬁrefghter qu
, | TF repair ships show

ki | up to ﬁx the damagel

- B they get the frmghter 1=
up andrunning.. . |
Target those TF repaur
:shlps and blast each ..

- You re clOsg 'EG

1 commandeerlng that
_. "supef'l‘rerghter NOW.

| Don't forgett those = * |
 scarabs still zabrnmg
.about. Destroy any

_ '_remalnlng scarab
fighters that.are . '3_
 running amok still. Th:s

' is: the Iast of them
 one with four or five '
' energy bOmbs until they'r re nothmg but scrap‘rnetalm

That, repa:r shlp s

, " < U . trying to repair the
AL e superfreighter. Teach
fos A the Trade Federatlon " JU’St when 5"0“
G - | a'lesson by targetin thought you were . i
: pokdl My - Eae L that ship fast, befq# done, the TI‘EldE » 1_‘-' -

Federation pdlls a
fast onie on you..
The disabled i
superfre:ghter is

uhloadlng-rts cargo

S8 e B : ;the repairs begin, and
e v O - P blowing it to bits.

e Bonus Goal 3 | The droid starfighters
% : | i 'idan"t_;ha,ve very strong
7= .~ Those TF repair ships ‘de |
-7 didn't come alone. e hpart wnth a f-ew Iaser -
e TI'_'G-‘}{ brolught a k! b . shots There are dn!y 3
: gl missile frigate for c, M"a e :few left. Mlght as well
v - | defense. Let's hope | \_g‘-“ 1 have )’our wmgmen | - '
2| yourenergybombs < B | helpyouout
o5 -7 have recharged. : . .
& GO You're going to need g
.- - | most of them to
'1 2 destroy this frigate. o :
Target that missile
3 V. frigate. Set your G ;
5 ' f_:.w_" _ wingmen to attack it
i to draw its fire and . .
o e weaken its hull. f ‘ X
@ 2 After a few blasts ) % o ;
Vg B et (* ¢ . from you, the frigate o
S @ is destroyed. If it gets N
in firing range, : S
brake to avoid the alipm il
missiles it fires. e A
o 5 e T by 5 Ty h
pnmc:gd&g_.cor_ﬁ g 5 2o b e ) ~ ; L
=5 = : '
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| Mission 5: Piracy

Ul

-

! ’.'I. 1 i

LTy
# -I E

L]

&

]
T

" It isn't too difficult to
complete this mission
in less than seven

. minutes. You already
.| have flight experience
and now you have g D
wingmen to help you. ' |

onus Goal 2

e g _m———

e Wb s P
s P
o

L . -
- P
T — -..'-h-'_-ns_l- =

|

Use them. Have them i

| target enemy fighters '1

. and freighters around I

you. This way, you can i

destroy more enemies and save some time. i

..— |

. Use your boost. Not ]

=) only can it get you :
o7 away from trouble, but

=

it also brings you to
far-away targets. Boost
from enemy to enemy
to shave seconds off
your time.

A T
"
-

TN

ey
-

| Be precise with your

energy bombs. Aim I
‘. at your target i
.. correctly. A few |
. - i
. missed bombs are |
. costly. You have to ; ! o 3 : v By
- wait for them to AR ‘ : 55 W
recharge while the j 1 : 5
B r_ = L] ¥ ¥
time ticks away. § . ; ) i . )
E }i ¥ “ - % i
W :,'IF : ' 4 ¥ v o J ¥ ¥
.‘;f"ﬁ ' . c % ? - - :
[ ; - . -— - = n e T T e = : » » s, - . ' I L " !
. - = M - L # ; Z
) 5 ’- : = 0 . . . =
o : ¥ ,‘ - X ' " :
I # - -l N " ri : ¥
& E - ' § 2 % I' d 3 o
» J ’ L. ' L ' A : . # : LY ' > ' 3 = : . .q
% : K g ' ; 5 s L | 3 A




- ¥ : ¥ = .l B o E - & ¥ i i ¥ : . ¥ s : . 5 T i1 - ' . B & £
¥ ' L] ; ' : S - n . ST . 0 E 1 7 R B
k L " ' - ~ '!‘__ . 9

Primas Official Strotegg Guide o4 “; ;;' R T 7‘%

et M:ss:on 6 Valuable Goods
l A ‘ S ;qhmﬁpmhxmxmwhmaﬂb‘%ﬁb%ﬂ&%ﬁ&f@@&%ﬂﬁ}maﬁmﬁm*x OEOAESISSSERO S
jrhe disabled Thade Federa ticm . % s
1 5 - superfreighter fell to the surface of i
. | Lok and crashed near the river. Yoyr .
1. pirate crew is on the sceneto =~ |
= b “unload the contents, but you hava to | -
6k ‘supply air cover. The frade . 1y
;j Federaﬂon is datermined to get back g P
e that superfreighter. Keep one eym ol
. " : %’7@? xwx?% TEGERISRAT? h&iﬂé‘“ﬂﬁcﬁ%&”&ﬁ‘ﬁm :::&\ 1. .
. and bambers attack frp? the & ' d
: g Remember your objecﬂve& You must 7
| —— w | protect the pirate freighter. at all iy
o |/ \\- casts. You have ta M"ve faSt and A
- . Protect pirate freighter during loading
e O 2. Escort pirate freighter - -
5 ® i Destroy dropships before tanks are leunched  §
) ® 2. Al pirate speeder bikes must survive
® 3. Uestroy recovery freighier | -
G 2P Leoe @

e S e S D P I e S R e S q-‘ R "u- DR T R
i Z~ :

-

L]
b -

Ennus Loal 3

In the distance is the
recovery freighter.
Assign your wingmen

1mmed|ateiy¢arge’c o
-the two AATS to’ your  ue

Ieft around the ;
ﬂ : e - 'I:t
mountaln “Use your - to attack this craft.
energy bombs'ﬂ; | They can soften it up
destroy therg, so when you come !
but.ﬂwatch ou*é% back later it will be
gunf‘ re. ghose easier to destroy. For
i 10 now you have better
things to do. _
. I“, : . l;" ; ‘ ] r'! ‘I-
ra g ,a.
'ﬂ‘ ’-_“-.'__.r‘ "l '- . '___i__.1' | | _ 1._ | -‘f.



Y Bonus BGoal | « Bonus Boal 3

. When the immediate
, threat of tanks has
' been eliminated, you
can get back to the
recovery freighter
p that your wingmen
. have been attacking.
Get to the freighter
. while firing your dual before it gets away.
. triple-laser cannons. o RS N Fire a few energy
v T TR T W Sl TS bombs at it to
N Ty S W g You won't destroy the - destroy it completely.
" dropship with one
pass, so circle up and
over to fire at it again.
A few more energy

bombs do the job.

There are two
dropships flying in.
Target the one on the
right. Use your boost
to get to it quickly. Fly
over the top of the
dropship and unload
your energy bombs

After the recovery freighter has been
destroyed, your wingmen need something
new to do. Those scarabs are really

bothersome. Assign your wingmen to shoot
them out of the sky.

Use your boost a lot in this mission. With so
many enemies attacking at once, you have to
defend and attack multiple places throughout
the mission. Using your boost gets you to
these places faster so you can complete your
objectives and goals. Your boost can also get
you out of trouble if you fall under attack.

Don't take your eyes
off the sky. You still
have another dropship
in the area. Luckily for
you, it flew over your

. pirate freighter and

* those speeder bikes
¥ got in a few good
shots. All it needs is a
— few well-placed energy
Héa& back to bombs to blow it up.
. the downed , _ s
superfretghter Zoom
in to the right of it.to
see some AAT tanks ..
_ rolling in. Destroy -
 them before they

* attack your speeder.
bikes on the ground.
‘Use the energy
qubs sparingly -

3 though bécause you II need them for some b:gger ‘targets

v

This mission requires you to blow up a lot of
tanks. They are small and hard to see,

SO use your sniper view to get a better look
at your targets.

5 « 5 g R ' &
. i ' . 2 0 o oW i ; . L ] 3 ] ' i “a . . i .
" =l . +# 3 v . s
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e .4The frelghter is a!i :
-} Ioadeti up and ready
| togo.lt's gmng*td

take ‘the river route to '

gettothe cave

1 entranqe It s your job.

to make sure it gets

there safely. Contmue _.

' - to flre at your _
' "'~enem|es They seem
to be e'uerywhere, o
_.'don t they‘?' .

f}f-":l_;'cjuni:_ll t.his-tti.rhe. ét =

squad of bombers *

flies'in'to.do some. i

-'.damage to yoirr

frelghter Ta@ a break 4

_from destrOylng tanks
and cqncentrate oﬁ
> those bombe,-l@

Posltmn yourse‘lf‘clﬁ__j; {

awgy You sh." '

T

After your freighter
hits the water, your
speeder bikes follow
along the riverside.
Unfortunately a lot of

B8 AATs are set up along
~ that path to take them g

out. Destroy the tanks
before your speeder
bikes get there so they
don't take any

A have a moblem _ndin:' '::__thém crasiﬁg t; the ground

-0

There are still more
tanks around. Go back
and destroy any that |
you see along the river ﬁ
route. Look closely ;
because those tanks .
blend into the -
background from far '
away. Even one tank

can destroy a

speeder bike.
. "- - - . EI' = ,. '
! : S 5 - _,-nj
Bonus LGoal | AT

The third and last
dropship will arrive at
any moment. Charge
up your energy
bombs and be ready
for the dropship to
land. When it starts
to descend, rush in to
attack. Drop your
bombs and fire your
laser cannons. That
dropship won't be releasing tanks anytime soon.




| )| Mission B: Yalusble Goods.

Bonus Goal &2

If there are still more ¥ \Eu’;“e wery clase now.
tanks along the } The pwate freighter i is .

; riverfront, dismantle '} almost at the entrance'
| them quickly. They ) the cave, but keep - ﬂ ._ ‘
1 could attack your up your defenses. :.';J k. | WaY

speeder bikes or  There are $tl|] scarabs
worse, attack your | around that aren L
freighter. ftnished with you yet
Assign your S
wmgmates to help
% you shobt thern down

s

~+ The last tanks are

. located near the cave
% entrance. They are

“ just waiting for the

> chance to blow up

. your friends on the

ground. Don't let

them. Fire a few

energy bombs and

¢ wipe them out.

.._‘.
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| 5 3' | Yau've made it back to the ptanet .'
' : % | Lok's surface with the stolen cargq.
8 - .-:_;-Whﬂe Stowlng the cargo, your bqu,
i =  find some sort of transmitter- among ' |
o - the haul. That could explain the . 1.
e b | mysterious disturbanée in Sector 3. I
ey B Scout 21-RS5, on a routine patrol, | -
: ] ’g _runs into a fleet of Trade Federa o
T f- gocms. Drat! That transnﬂtter l A ¥
‘*-I PO R = A e g TR N BN N ¢ k ;
- I. Project evec frensporis dunng loading
N © . Protect inferno furvet |

® Uesiroy dropships before tanks are launched
® 2. Al decoy freighters must survive
® 3. Escort Jenkins to his FREEFALL

B © 3. Escort evac transports
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"‘-'ffEnnus Goal |

- ', «. | Destroying the four At the start of the

3 dropships completes s -9 S, oo e - mission, immediately
. the first bonus goal A TR e po e boost out of the shaft

| and reduces the o i Y . VP— and turn your

' number of tanks | _ ( A ’ attention up and to
®- | crawlingaround. The = = = ° e b the left. Send your 15
¢ - first two dropships wingmates to attack

% Drap Shp | .

. | appear just above the ik the dropship on the

. #.- 4 openinginthe crater i left, but don't attack it !
7 that houses ot yourself. This weakens

»+  your base. the dropship and

speeds things up later when you do attack it.
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: ‘&ay within the crater
L ﬁgr the flrst twe
' drepshlps are
destroyed. The :
i lnferno turret and
| __evac transperts, which’
~ you must protect are 0
_here. With so much I a7
‘! goingoninthis _ W
| mission, accuracy and Noall |
: speed are everything.' _
| Target all the scarabs and wrec:k them fast You have a -
‘.:'.IIITII‘I'.Ed time to deStroy as many as you can, because soon
_you 'l have te tufn your attention elsewhere. “Order your
1 .wmgmates to attack yeur targets to help speed thtngs up

While your wingmates
are weakening that
dropship, boost up
over the ridge and
toward the second
dropship. Fire your
laser cannons as you
fly toward it to chip
away at its shields.
Don't stop until
you're directly above
it. Now, orient yourself so that you're looking down on the
ship and drop energy bombs on it until it blows.

R

T

Immediately after you set your wingmates to
attack the first dropship, notice the wave of

scarabs flying underneath it. From this vantage
point, before you head toward the second
dropship, you have just enough time to destroy

When you've damaged an enemy enough to
make it start spinning out of control and smoking
from the back, consider it neutralized. Don't
waste your time and ammo on it. Move on to the

most or all of those scarabs. This is for
e . advanced pilots
| only, as it requires
| a high degree of
| accuracy. Keep
| your sights on
| them as they fly

W byandyoucan | - e r—
| finish the wave - =

| | the pesky scarabs, you
"9 off as your 1 & learn that all of your
& 7 starship flips | | .- men are accounted for
’ upside down. ~ i except Jenkins.
. Return your Scratch that, here he |
| attention to the comes. Asyou look | .
de’ShiPS by the out of the crater's '
P time you hear ® opening, you see two
d "Nym, Stop those B , craters. Jenkins is
| dropships," or S99 T coming around the o
| you won't be side of the crater on the right. Tap the manual target button in

| able to d_ESWOY ' ~ this general area to find him. |
| them in time for

| the bonus goal.

next target. Beware, however, that it may smoke

N
4
o)
3.
without spinning out. Make sure it spins out. !

Your mission is to get p ‘ ‘ b

Jenkins back to base o PR

alive. After locating B 8
*.him, use the Havoc's

With the second

dropship out of the sniper view to zoom Y | <5
way, boost over to in behind and above g D - -
the first one and : 4

him. In the distance is - g ‘:

a group of scarabs

targeting him.

Manually target the

sky above him to find
~ them. If you hope to save him, you must start firing as soon as
. you can see them in your sniper view.

orient yourself above
it. Drop the rest of
your energy bombs
on it while barraging
it with your cannons
to blow it up. Energy
bombs take time to - e
recharge, so aim carefully. ) - et 2 LA
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Bel / Bonus Goal |
‘*- A Using your wingmates = = Leave the bombers,
Y ’ is critical here. As soon | turn away from the q ¥,
F S N ‘-}f/ as you have a scarab . crater, and lookupto A _
R | targeted, assign your | see the last two E
wingmates to attack it. dropships in the >
e g =D At the same time, . distance. Make a € D
* e €| _ . send as many laser | beeline toward the
. | 3”& shots as possible inits = | one closer to the ‘e
direction. When you . ground and junk it. R |
y and your wingmates ' " e A .
| have destroyed a - i
* | scarab, manually target the next scarab for your wingmates & .
immediately. You must join your wingmates in the attack to be = Do not target either dropship. You can # 3
successful. On the Hard difficulty level, there's very little room ' destroy them without getting a lock on them. 4
e for error. Speed and accuracy are key. Keep Jenkins alive until Instead, leave your targeting sights locked -
Yok he reaches the opening in the crater and you can move on to : on the bombers back at base. With the i
© .\ another objective. You'll be awarded the medal soon enough. i bombers still locked in your sights behind i 1
i ' g ] you, send your wingmates to attack them. &
S ¢ g | Why not let your wingmates clean house for |
. iMission Objeclives | - 2 1 you? Watch your wingmate command display [
e to know when they've destroyed one. When
‘ o~ Lé,ave Jenkms at the they do, immediately have them attack the G
“crater opening; he' H next bomber. g
beflnefromthere e A R R AR L 8 s e ARk
t's -tﬂvne to take ¢ ﬂut You've got plenty of time to destroy the last dropship above
" | some tanks ~Check you before it lands. Still, you need to get back to the base, so
out ‘the two C-9979s make it snappy. TS B
' unioacﬁtng those AATs.
~ I} How nice of themto .
unload them in such'a .
y t;ght formatlonl A few 0000 =7
| These dropshlps like to spln around as they dre
x5 | weli-plac:ed &“9"9}‘ down. If you're above them dropping ener
£ bombs, aim toward the center. If you aim at the :
: edges, you'll miss as the dropships rotate.
SN ¥ IMission Dbieclives | - 2
: -3 kt back %o the base and h@p ybur wmgma’tes clear |t of . .
nenemycrafts ijﬂpu were able to save Jenkins, you il notice _; -
‘ hﬂ"n bomblnghtanks just outside the crater. Be rqurck and
4  acoura e_. TH‘e decoy frerghters are takmg off soan and it' d -
i Flo —— 0000 gt P 4
Mg T "Il Don't forgat ubout tunks that may be in the baswg'
e . #, : RGOS s ; | Keep an eye out for them and bomb them. ‘I'Fi'éy are |{ .
s, S ok N K \ the ones I'hat can do Ihe most dumuga to !'he Ham £ -
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The decoy freighters

_fl_# baeen a tou‘gh f:ght

: fﬁ}-__fu't ”you are rewarded
f_'_wrth the soothmg
"@bjectwe Cnmplete -

j-'message appearmg
& -on the screen

Bonus Goal 2

are meant to draw .
the Trade B 8 ‘
Federation's fire as _

the actual evac

transports prepare to | € ‘D
escape. Look to the Sty
crater's center to see
the first decoy
freighter lifting off.

The bombers are the most dangerous
enemies when protecting the freighters.

Target them first.

Keep near the decoy frmghter as it Ilfts oﬁ Set your

wingmates to attack your targets. Remember to reassign them

as you destroy your targets. There are three decoy freighters

to protect for the bonus goal. Keep at it until the evac

transports can take off.
e ¥ m g

Mlission DbjEEtiuea :

ut, if y you 've kept at

I —

5 ’ ok 'F
z &
' v L
1
W
]
[
A - X
n e
L]
- - LY
. " i )
. ' 1 i
1 . * LS
. P '
Y

¥ -'You re almost done
§ Now that the decoys
| have drawn'the Trade
.;ﬁ,'.:Federatmn s fire, the
- :'i'-'f:rst evac transport

| can safely lift off. - *
| Defend the evac

: transport as you dld
the decoys. If the

| T__-'-demys haven't safely
gotten away yet, keep M
| s’m eye on them in -case they need he[p

-

"Be alert You dldn‘t
get thss far just to let
-_the evac transpori;
get destroyed. Scour

":and attack ‘them WIth |

| before you know It

g : : S
A e :

the sky for enemies

your wmgmates. -
Keep at it; .the
mlssron ts yours
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| OBJECTIVES

i "'-“

1 .
S As soon as you start
NN " the mission, find and :
o target the first ‘

" concentrate on the
starfjghters e

b : satellite. Send Reti'in'-: -
L Bl attack it while you

g O | Destroy orbital satellites
B © 2. Oestroy escaping TF freighters

—0 *“.._'__-'-

| '.?and -

o

| o
The cannon on the planet surfuce attacks pe ;ciﬂ'y

_.":'jup secm-ity since Vana was last oﬁ
1 Eos. Pmteating the planei' FS tbe

dmid starﬂghters. n addttion, they

- have a powerful new -cannon that

fires from the planet's surface. | t's

- your job, with the help of Reti, to

| penetrate the Trade Federatian 's

i Orbital defense network so that Vana
Jyrr can gef to the drold

. Uesiroy escaping superfreighter

ON
®a Uesiroy all TF fighters
® 3

. Lomplete mission in less than seven minuies

\ B EEEGS 0 EEPDES @ B W .._
e .
W .
- - -
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| N o : __-. 0 n'- o8 . .'.. - -_' 1- ~ : :

0000

throughout this mission. As sqpnﬁggyau noti

cannon ﬁre commg toward aiter -;' Lk
ip, you '_'I!&:«ljl trouble. a1 .

our flight pcth

T
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" With trusty Reti

. attention is needed elsewhere.

¢
|
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assigned to the first
satellite, find the
wave of scarabs
headed your way. At
this point they are
still far off beyond
the first satellite. Use
your sniper view and
sharpshooting skills
to blow them up
before they even reach you. If you destroy them fast enough,
you'll have time to join Reti in firing at the satellite before your

Trade Federation starfighters appear regularly
throughout the mission. When they do, the general
rule is to drop whatever you're doing and destroy
them as quickly as possible.
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Before you can
destroy the flrsi:
satellite, Vana mﬁnrms

. you of'a convoy of*TF
*fi*elghters in the
 vicinity. Leave the
satelllté to Retl and
fire your laser
cannons at the first
frmghter. -

Get a jump on this second wave of scarabs by
using your sniper view. Zoom in above the first
freighter and look beyond, toward the planet.
From this distance, they look like tiny, sparkling
specks. If you destroy them now, you can
concentrate on the first freighter in peace.

Whenever there is a lull in attacking
starfighters, give Reti a hand in destroying
the satellites.
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Bonus Loal 2
While Reti is

chugging away at the @%m
second satellite,

provide air cover for
him. The scarabs on

| R
this mission have & C ?/,)

deadly aim, so be :
careful in your
dogfights. Change
your flight path often
to confuse them.

§ 0

Bonus Loal |

Throw laser fire at
the freighter in
between shots at
scarabs and droid
starfighters. The
droid starfighters are
tougher to destroy
than scarabs, so give
them all you've got.
With them out of the
way, you can

terminate this last freighter for a medal.
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Thought you got rid

of all the escaping

freighters, huh? Well,
here's another one. At

least this one doesn't

drop mines for you to

stumble upon.

when you've killed
the last of them when
you receive another

i

Bonus LGoal 2

Reti should be on his third satellite right about now. Use this
window to unleash all of your dogfighting skills on the

remaining scarabs and droid starfighters.

If Reti destroys the third satellite before you destroy all of the

starfighters, it is critical that you don't assign him to attack the
last satellite. Instead, assign him to defend you. This prevents

him from prematurely ending the mission.

Now, it's time to hunt
down those things. @.p
Enlist Reti's help to 6
make sure he stays
away from the
satellite. You'll know

medal.

While you don't want
to destroy the last
satellite just yet, you
do want to damage
its shields. Taking out
its shields brings on
the last wave of
fighters.




[ 4]

. of fighters.

~ Seven minutes. That s all the time you have to achieve the
final bonus goal. If you've kept on top of your game, seven
minutes is plenty of time. Keep the following in mind to cut
your time down.

""-Gnce you re sure
there's nc:thmg ieft to
_'-de, unload your

' ;cannens and whatever
.'_prcton torpedaes you
‘have left on the lonely
. ,sate'lllte Miasmn

''''''''
¢

Bnnus Eual 3

The next wave of
fighters comes when a
satellite's shields are
drained. Reti also
warns you when one
is on the move. If you
can pick them off
early enough, you can
avoid a dogfight.
Dogfights eat away at
the clock.

You can't avoid
dogfighting
altogether. To make
the seven-minute
time limit, you need
top dogfighting skills.
Know how to
maneuver efficiently
and predict your
enemy's movements.

While Reti can take

y. o - out the satellites
5 himself, you can
o - ! speed things up by
’ ' '/& . helping him. If you
o 2 kY . C‘,. o “') : - '
A e Oy 0 find that you've

cleared the area of
Trade Federation
starfighters, fire on
the same satellite Reti
is shooting at.
Penetrating the shields on a satellite brings the next wave

g

.1:_'. :

F

" Keep the waves of fighters coming. You don't want to near
seven minutes and have to wait for the last wave to come.

Make sure the last satellite's shields are down early enough
for you to finish off the mission.

Don't forget to use

your new advanced %@D
proton torpedoes.
They use up two
regular proton
torpedoes but can
destroy many more
targets. It is possible
to reduce a wave of
fighters to one or two
fighters with one well-
. placed shot.
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‘ . : ,';;#F‘*““W“ '*“;"31““"%;"*““‘*%‘*‘5* “ﬂﬁﬂ%aﬁh@ﬁﬁﬁ*mﬁamwmmwmm ST %@Mﬁmﬁhmﬂwqﬂ srvsmasdes wm%m .~ SR B RS LU s
i  An assault on Naboo is going to be *
g “difficult without a droid army. Your ;
:;f’ _job is to follow Vana to the planet. .
B - Eos and destroy any. threat of a .',
S B "droid invasion force. You can . -
-0 ‘expect a lot of resisténce, so be
2 prepared to fight. This is how
A ' 'heroes are made, Nym. May the m o
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| Y
' © . Oestroy landing pad
' “ 2. Uestroy manuiaciuring building
& ' © 3. Destroy power siation % |. Uesiroy command center in less han one minuie
| Y Q. Destroy main factor c. Uesiroy planetary gun :
g i ® 3. Lompleie mission in less than eight minuies
a. Uesiroy command center
; iTl ission Dbjective 5 & When shooting TF factory turrets, hold down your
TR : g brakes as you approach. This gives you more time
B e B L i e
ul mg OOk Tor the arge rackets. fo r
: T ~' reapproach it to save wear and tear on your ship.

% Yo f‘rst*target is ‘ch&

v _;'C‘__.'

- 7 | infront of you The - praceed to the one '
' con;maﬁd centér flies off if e e slightly to its.right. '[ake- &
. “you don' Eatfack aﬁ?ﬁ(w’ '. — . " — .care of both hése .tD' %
#® - "} sohurry. Blow Me TF — . TS avoid unnecessary -
& ﬁ 1 turret cm;_' muntam ; ol ';L-_:-f e . damage. Whﬂe* Shﬂﬂt'ng

~ B nc,lge ifi front of ygu as AT 1. a0 [ 8 downthe second turret,
¢ o you make your way to the | #= oo al o/l start charglng up your
% cqmmand Center. T N ————— plasma scourge. .

k g ". Frj ol Y

0. The Havoc is now equipped with the plasma scourge. Hold
= down the secondary weapon button until it's fully charged and
release. The plasma scourge damages multiple targets at once.
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I float:ng comaﬂ@ center | i ~ Two. }%e TF fac‘tory turrets stantl bet!ween )‘ou and the >
just beyohd the mounféjns . cornmand center. Start.with the Sh@ in front of ycn.l and then o

o
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are very
dangerous if you
venture into their
range. All'hough
they cannot spin
all the way
umpln:c ::lle turrets
are

carefully
throughout lhﬂ
mounlumsi’db sﬁ
that one always
has a bead on you. Shooting them from a distance is ur |
grealesi del‘ense against fhese shield-piercing punks.  /

Vana is more maneuverable
than Nym and will draw turret
fire if you send her to attack
the next bui!ding on your list.

| MWJth yeur plasmm

| scourge armed, take

aim-at the fagte

) 'command c:einter., Aim

. K high to make your
1 pewer—cherged shot

cconnect. Let it fly!

One more of these 5
shots sKould de the
trick. Cn;cle- back the
way you came and

charge up another .
plasma scourge. Line

the command center.
£ When you refease the
y '_tr:gger the cemmand
_ —— : center is teast and
e _’,,‘ Mlsslen Objectwe 5 is comp]‘ete

Bonus Loal |

0 Gain the first bonus
E 1 goal by completing
e Objective 5 in less
than a minute. Use
your plasma scourge
when shooting down
the command center

' After you target e °
. -"'Iand:ng pad turn left
o destroy two TF

| | may get in your way as
Il you head toward the ;
| -_dlandmg pad. Follow
- your target tracker
~ until you: have the
, -'_'.'lvandlng pad in sught

up for another shot en :

/J | While ';Ieellinb the '_
landing pad of TF

'} factory turrets, charge,

~ your plasma scourge.

‘| 'When the Iandlng pad'
is clear, fire awayl
__‘CH‘C|E around and gwe
the landing pad a. e

| second shot from yeur_

' eught to de it,

to speed things up. s o
; P -;7""/' \ :

Time to give Vana a

there won't be any

‘to worry about,
makmg Vana's Jeb a

b £ little easier. The

S 9. landing pad is to yeur

factery turrets that S

Whenever you come across a TF turret that
might be near your path, shoot it down. It's
worth the time to shoot any potential danger
in advance to prevent taking any damage

After yeu have the
Iandmg pad in sight
.destroy the :cwo TE

at them from*
43 fer_"cher away.

‘- L,

.pfasma sceurge Thet

hand and destroy the |,
factory's landing pad. |-
‘Without a landing pad,

By 2 ; . S .
‘scarab relnfercernents__ _

. | . e’ |oft from the cemmand
| & center Userthe senser targetmg system to flnd “it.

| factory turrets on the o ey
L runway. If you'are too
“close and get shotat,” |
back up and sheet 1

E
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O
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CETARFIGRY :
\ -r-_Thta manufactﬂrmg Scroll through your
- building is hidden cm targets until you find

the planetary gun. It's
located near the

.| the side ~of a rnourrstam

o ;-behind the landmg

- | pad. Cycle through A manufacturing

| .. oL .-_your tar:ge:ts un‘t]l the : Pt | il buiiding, behind the

= man dfa cturtng bLIII dmg - mrm—, . | p— T ' fra:torly power station.

.7 S selected Make*your % ' N = : : it ; e planetary gun is
2 -? :. way to thte buddmg; w aimed at the stars and

s destmylng any TF has no interest in
. B factory turﬂ-:-ts you - o oo e shooting you. Blasting
3, --encounter alpng the way S . G '."-f- | itisn't a problem after you take care of the two TF factory
- o P ' -1 turrets that surround it.
E :-Approach the e .
'manufacturlng ‘_ Don't waste any time
7 burld‘ng from jts LB here. Hit the planetary
| "-5|de This makes it Iy gun with a couple of
easier to-destroy th@ charged up plasma
‘two TF factory scourge shots and be
J s'tu.rréts- nestled o"n. it_s, PR QLY WAy Can
iy | walls; letting you - __ anything withstand
v o doal with them on e _,_:_:. @ your awesome
/| at a time. Once you | g firepower?
re———— ' have shc:t down the £
;'_-J?:'- 7 . turrefs qharge your plasma St:ﬁt:mrge"E
K Wth two mlghty biowa CI. You must destroy the planentary gun before
_._—from your plasma |_ the last building to achieve the bonus goal.
~ scuurge' the martufat:— '
; tu*nng bUtlding wﬂl be ;
" .} out of t:dmransmn - o X T , o
s __Ne’“‘ . _{ | & A N ¥ Mission O IEI 5 eclive 3
4 S e '-."_' L ot _ '* . , &
; 1t nstatiun is m*the mlddle
: _ ' 'fﬁ of the | auntam .
‘, - : - +I ran& ting’atop a ¢

|} seaof Iava.ﬂ Apprpach .
it from behmd o &
'sneak up ﬂn the TF-'t WAL

You may he hlt by a scarab or two throughout thrs missmn
Don't panic or chase after the little punks. Leave that task
for Vana. She does have your back, so give her time. If
necessary, move out of the way to avoid gunfire and then
return tu your pomtlun to flnlsh your gnal

_Wlth the ‘TF fat:tory
turrets out of your
‘way, charge upa .

Hide in the hills on the right or left sides of  ERE& r— - plasma scourge shot
the level while your bombs recharge _ e Lay two of these .‘t
S22 - juicéd shots on the | S
. | power station and ;_
2 .watch the flreworks. - .
—0 - -

J

B




iMission Dbjectiue »

The main factery lé“ to*
“the ._'j_'ght of the front A
of the p&'e tation.. -
Cycie tﬁoughg

= e e ST

T = S

\ Two charged shofs.,
| frorn your plaﬁma
'scourge turn the
’rnam factory ln‘to a

fiery ball of‘debrls. 1

Rerﬁembér to thank 1

| Vana for.the aenal i

" -support as you :_.&f |

i . _" £} destroy thls flnal 11
N’ buﬂdmg .:f.:.'_flf_'-:"_ F

L

.........
L

iMission S: The Chigpling Blow.

To get through th;s
mission in record time, * -
you need to know your |
flight path. The better
you know where you
need to go, the faster
you can demolish the
factories below you.

Shoot down the many _
TF factory turrets L
that litter the N
mountainsides as

early as possible. This

saves you from having

to dodge gunfire or

turn around and R
retrace your steps &}
once they are S

destroyed. Use your
sniper view to spot them from a distance.

Ace pilots can skip shooting turrets
altogether. Stay high and out of range while
you drop your scourges.

When shooting at the i ot
buildings, use your j 3
advanced secondary B
weapon, the plasma .
scourge. Its sheer .
power saves you time. ;
Don't worry about
using it up; it

e e
* -
- -
-
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_ What is tms" The Trade Federation is
‘setting up for a full oﬁenéive on. = -]
. Naboo. However, before these |
| _superfreighters can land, they need
 to refuel. This means that these -
)| _'munltmns-flﬂed smps are nathmg but
sitting ducks Maybe Retican =
~ highjack some of the munitions while
. | you and your posse start destraymg
Fi X some ‘of the armed frelghters. __

....

i. Uisable one armed reighter
2. Profect capiured superfreighter «> -

R | © 3. Destroy armed freighiers ® . Destroy all droid escape pods
e 8 c. Lomplete mission in less than eight minuies
3

Uestroy all missile frigaies

The Guard|an Mantis is now equrpped with the ion
encumbrance system. Hold the secondary weapon
button until it's fully charged and release. The ion
encumbrance system completefy disables a sh|p

‘¥ Notimefors - .- - . B N
introductions, get e %
started right away. Use
- your sniper view to"
scope out the droid
. |- starfighter army  °
-coming in front of you,
{1 .way off in the distance.
_Try-to tag as many as
_possible before you

xTarget tag, and flre atf
“this fre-lghter BecauSe
" the frerghfer is tagged
* |- youdon't need to have
4 itinyour 51ghts to fire
at it. Fly to your left,
escaping the gunfire
- taking place bétween
hear "Alright then ' the scarabs and your
‘boys, follow my Iead*“ For | now, dan ‘t actually shcmf at the. mngmates Continue to
tagged droid starﬁghters instead focus your attantton tﬂ the =

fire until the: you have -
| armed fre'ghter o Yd“r far Ie_ft : Idlsabled the armed frenghter s shleids Now Retl can do his jOb

An alternate stategy is to shoot the tagged droid .
starﬂghters before dnsabhng the fraghter S e

A " ' . f
a - = e . " [ L] i
T = ol ) (R g
# T - . . . - '] s "
= e ¥ - e w7 03 ¢ " r . ? 5 .
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| attack the first armed".-
freighter to the right .
 of the one you just

: disabied New turn to

,- destroy the remaining

heading toward Reti
' and hts newly acquured freighter

-'s[de He sure
e ihm you don't

 Befare jumpini
the battle wit
‘droid starflghters
“send your crew to

droid starfighters’

Your wingmates are your best offense against
armed freighters. They are virtually
indestructible and can take more fire than you
can. Whenever possible, let them do the dirty
work and lend support from a distance.

 Use your ion- enabied
sensor tags to destroy
~ the droid starﬁghter -
. fleetina hurr;y This
way ho shots are
_wasted on open space.
You should finish

' taking out the droid -
trash areund the same
~ time your wmgmates
finish destroying the

@, 3

~armed freighter. Once your wingmates } have destroyed the

_armed fre1ghter next to the one you disabled, three drold
escape peds are jetttsoned into space.

j:Eeeuslﬁnell

" If all went well, you

;*.méilar freighter

““5 w"e“ target, tag, and

' On your way to get
pods, take a brief

second to target |
another armed

|.
escape pods, help out | \

that freighter. This speeds up- the destruction process.

VAR R

should be done with @i-@:g

the droid starfighters "H: b 4
by the time you hear Ry

Nym say, "Droid P

escape pods. Get Q2 @

‘'em!" At this point, ¥

destroy the droid ;{' " . § {f. % | -
escape pods. Cycle \ , , ' J i
through your targets .;

if you have trouble finding the small egg- shaped pods.
Remember, this is not a mercy mission...everything dies!

CAUTIO Ao

The droid escape pods dlsappear fast. Target fh

pods as soon as possible to avoid missi *-.-*f-"
If needed, leave your fight with the dr :
to qmckly d v the pods. Return to fini h off fhe |
remaining dr droid slurﬁghiers before lhéy tﬂﬁ\do i'oo'3
much dumuge to the rest of your I‘eam. AR

EE

the droid escape

freighter. Have your
wingmates start
attacking it. Once you
have blasted the droid

Armed Frelghier &

L &
LY .
e e LR
[ A |
4.7
W g/ /

- = s
&

your mates by tagging

To avoid any unnecessary damage to your
ship, stay at a safe distance on the outskirts
of the fre:ghter fleet. Use your ion-enabled
e . . sensor tags to
| shoot at them
| from this
| distance. Let _
| the unnecessary & SR
| damage goto [ AR
| your near- et
B invulnerable 5
f,f Wingmates. -

continued >
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2 5 Another wave of drold 7/

, starﬂghters joins the

- | party ) while the second

|| Larmed fre:ghtet' s

' bemg shot down.”

* | Leave the frelghter tq

¥y ,your wmgma‘;es and

- | concentrate on the
AR droid starfighters

e -appfoachang Scroll -

- . | through your targets to ™

 find the direction they are com:ng ’From The smper wew
g _,helps you tag them s SO they can be destmyed before '
i ‘bewmtngathreat L e

_When ynu fmlsh
“disposing of the
droid starfighters,

freighter for your
pals to destroy Tag
the frt-:qghter to help
'-your friends whlle
: keeplng a safe -

: distance from any
_ ;gunf’ ire.

1 Who thought blawmg
| up armed freaghi'ers
~ +| could be so much -
e ‘f..llfun'?T:argetafourjth
- | armed freughter for J"
.. - | your wingmates to
~, | destroy oncé tHey
" .. | have finished with tbé,
.-Iast one. More droid -

: '_starflghters approach’ { :
. . | but they are no rnaiCh '
- | for you and your deadly comb‘inatmn of mn-enabted sensor .

N -

tags and sensor gmded nano missﬂes. '
L|5ten to the characters' conversations to track thefr
progress and to get a jump on incoming starfighters.

The characters also give you a heads-up if you
mfstakenly shoot them or veer off from the game plan

-0

: ',destroyed the small -

| fngates approachlng Flﬁlsh destmymg your current frelghter target
: _-before redirer:tmg your, attention ttJ the mlssﬂe fngates |

target another ar’rﬁed {.

“ | starfighters and prepare

¥ Again, have 'ydu'r' 1

_ wmgmates start
attacking another armed

. freighter once theéy have
finished with their last:.

_one and you have .

formation of droid
starfighters. Nym ho}{»} % _,1
‘warns you of some Trade
 Federation missile

NOTE s

Hetl's a great quy. He has fuund a set of scarahs mat he can program to
your control. Listen for him to give you the good word that you've added a
few new members to your wingmates. This is a great help in your fight
agams’{ the missile fngates Thanks, Hetll

KBnnus Loal 3

(e ' -~ ", These missile frigates can
GED do a lot of damage if left
& unattended. Mod-3 will

target the first one for
you. Have your
wingmates attack one of
the three frigates. Tag

| \h 2 ?{{;k;ggi_;gj;; . that frigate and give them
HA( O ) g“(.\"’g a hand until you hear of a
\ﬁ# ' \ j set of droid starfighters
. coming your way.
Get rid of the droid

. for a set of scarabs to
attack. When are these
fighters going to learn S

not to mess with you, -r; z,,"i’ g
Vana? Use your sniper  gramsismgnin ) o

view to target them from - , @iil )

adistance and laughas (st || & a":. \é

- they blow up one by one all &)
" in front of you. e
’ Turn back to the two

remaining missile
frigates and call on
some help from your
friends to destroy them.
Once the missile frigates
have been blown to

@ _ D

\r/_ pieces, target one of the
~ #® © three armed freighters

and send in your troops.

A - b =




Trade Federatron s
last—drl:ch eﬁort to
puta sl;op to your
Rebel posse

- Up to this -poiq’x,'p’féted:iﬁg the cé;Sturet;i superfreighter has
been effcrtless However, that is about to change in the blink «
ofan eye. The Trade Federatlon has sent a whopping number
. af drold starhghters at youi Get ready for the fight of your life!

'“ | Whlle the final assault
' on the armed
freighters is taklng

1 place, use your sensor

targetmg system to
find the direction the -
droid. starﬁghters are
camlng from.

Immedlately afte;' yuu |

have one fargeted

UEE your smper VIEW
10 start tagg:ng aII fi ghters in that dlrectlon. This gwes you a
' head start on takmg dnwn thls ovErwhelmmg army ~

It you already know the direction that the droid
starfighters are coming from, you can begin to
tag them before you can actually target them.
The more you can tag ahead of time, the faster
you can destroy them once they reach you.

Bonus Lboal 2

L e Tt e - %o Tﬁ*w:‘.w.'!:ﬂ\:‘:‘:‘:

Completing this mission in less than eight minutes can be
tough. Rely on your wingmates to do the heavy work of
destroying the armed freighters while you stay clear of them
to avoid their mighty firepower.

Use your ion-enabled sensor tags to tag everything.
Tagging a target means all shots fired connect with that
target. This also helps in destroying the armed freighters
because you don't need to aim at them to shoot them. This is
useful in retreating from heavy fire.

Tag all droid starfighters and scarabs as early as possible.
You then merely have to lay on your laser cannons while

. moving from target to target. You avoid dogfights this way.

e T e s T L T i
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:.: 18 Etarfsghter._,

© |. Escort Peti o resistance base
© 2. Rescue MNH resistance escorts
© 3. Oefend resistance base

- Retl stq:ts ouf ahead of you in the canyon: Use your boost and

k speed past him. You need to'get into. pOSﬂ:IOi‘I to.take out any

~enemies in the' vaﬂey ahead‘ Reti might want you to stay close, but.
a’s long as the patﬁ behlnd you is free of enemles, he should be fine.

- When you get to the ,.
first clearing, puton . |
your brakes to slow your "

craft. A lot of enemies * ¢
are up.  there, and if ?ou
ﬂy in reqklessly, you'll,
take a lot of fi ire. Use'

“your snlper viewto ||

zoom in.and shoot cfnwn
thbse STAPs before you
. o ¢ gettoo close. While
you 're at rt crush any AATS t?\at you can see from yuur statlonary
posmon More STAPs are clasang in. Turn them into. 5crapmetal

="

" When no more enemies

" to break it into little

¥ Wher'a are fhase res:stanca pilots
_you're supposed to rendezvous
{ with? If you don't find them soon,
~ you could be in real trouble. Reti's
- ship is loaded with munitions and
“can't fly very well. It's up to you to
‘escort him safely through the =
; _.canyons. Unfortunatem the ama is
- cra wﬂng with enemy vehh:;les that -
| want to shoot you down. No one sa:d
| fighting the Trade Federatfan was
b -_._gomg to be -

&ES_V- :

OM Uestroy all AlTTis it
@® 2. Oestroy all dropships A
® 3. Lomplete mission in less than seven minuies

.Ennus Loal 2

are firing at you from the
clearing, aim your sights
on the dropship above
you. Fire advanced
proton torpedoes along 4 pet
with your laser cannons |
pieces. Apply your
brakes while firing to
hold your position.

Your brakes are important on th:s mission. Use thern to

slow down your craft so you don't fly into laser fire. Apply

the brakes and fire from long-distance to avoid damage to

yourself. Your brakes are also useful when maneuvering :
through narrow canyons. Tanks have a hard time hitting you |
when you slide. When you get to a canyon wall with a tank e
behind it use your power slide before engaging the enemy. RS
Stay clear of the walls and fire away. I




.‘-‘

: nearithe entrance 1:0-._ .
the next canydn. Zaem;_

. out. Reti shouldn t be
far behind. Use your ,; _ _

boost to keep ahead Semal A~ e

_'-of him, 0 n o S SR e

| .‘and STAPs before Retl gets ther&. lf he takes too méhy sho

The t:oaulmgH
problem wher
nnd lean on the bqu
If you I'th ilin
lose precious tim

.Stlll more tanks Iur_k

in with your sniper .
view and take them: '

Retl won't make it. Some tanks are hldden arﬂund-curne}s."

When AATs and STAPs attack together a!ways
blast the tanks first. They have more firepower
and can do more damage.

Use the canyon walls for cover. If you see a
targeted enemy coming up around a bend, use
your brakes and slow down. Use your power slide
around the corner with your lasers blazing to make
short work of it.

. Use
+- | your automatic tarqetmg buttan to hlghllght their locations and use
your brakes so you don't. fly past therm Trjr not to miss. any enemlesj "
or Retl w:lf pay for your mlstakes. :

by

T

E St

==
P

| J,i;‘ At the end of the canyon is another clearlng full of Trade

Federation bad guys. Again, target the dropship and fire two - .
proton torpedoes along with your lasers. This dropship is i
moving, so be careful with your shots. You don't want to

waste any torpedoes.

o R S Y T W oz N T e T
- . -

i s m 3 "

-
oy -
e

i

'.Surprlse surpnse = ;',;
surprise. More tanks |
shooting at you. Get to
_--;ﬂﬁrk an;i use your

'f; smpm view to clear

Sy S e

A St e e S

e

P

away the four AA'!% in
the distance. Two tanks
shoot at you from your |

LS ¢

T

e

F % - .

-l oL T e e v
: :

When you play this mission on Hard, it's dlﬁlcul’c
to destroy all the tanks and still finish in less
than seven minutes. Unfortunately, on Hard,

even one tank can kill Reti if it has enough time

to shoot him. Make sure that any tanks you skip
don't have a sustained clear shot at Reti, and

that you skip vey few.
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'y " £ This next canyon
contains five turret
mines. For every turret
mine you find, there's
an AMT lurking
somewhere nearby.
Check on the ground
below the first mine to
shoot the first AMT.

PR e

- - - " s
1 F g
R 5 o
T e e L T e T e T s A 1 I S i e S e T A

For the next turret mine, check around the bottom right
corner to find the corresponding AMT. This one is more difficult to
hit because of its awkward position. Use your brakes to ease
around the corner and shoot away.

’ P =

L % L
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& i A o
L e T e T B R T R T T, MW R T Al W

. 4 Dispose of the third
\ turret mine before you
shoot the AMT on the
3 Fﬁ‘ - ground near the
L 2 bottom right corner.

Fly around another

- i [l

' face with another
turret mine. Knock it
to the ground and
then aim directly
beneath you. An AMT is trying to hide from you.

-

'
] .
O l“‘ﬁ-—ﬂ-rlﬁﬂﬁ;" LSS

&~
-

Here is the last turret
mine you have to deal
with. When it's out of
the picture, stay low
. onyour trip through
{és. . the rest of the canyon.
Right around the
corner is another AMT.
} Use your brakes and
lasers and you won't
have a problem.
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Waiting for you at the
next clearing are more
AMTs, but they're not
very difficult to
destroy. Shoot the one
at the entrance and
.. then aim your sights
to the far wall to the
& right where there are
® two AMTs to destroy.
© After those two AMTs
. are gone, zoom to the wall toward your left. The last two

- .. | AMTs are just begging to be shot to pieces. Destroy them to
:  earn your first medal.
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- corner to come face to .|
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Looks like you found
the N-1 resistance
escorts. Help them out
_. | and shoet down those .
scarabs. Remember .| -
you still haveto
protect Reti. .

_.When ali the scarabshave -been defeated head down the

last canyon ‘This one is very narrow and contains a Iot of

way for hirn .

-More tanké Shoot up
‘the piace and ke:a-pg |
‘moving, If you miss a
| tank don't worry, just

make sure it doesn’t

-end up killing you,

jesp&maily if you're '
; playlng on Hard T:me
is tlcklng away i

=

-

tanks, sobe very ca""'ﬁ" 'QeeP ahead of Reti and clear the =

You'; first tal:gét is'éét'
Hit that AAT so Re‘ti

| won't have a problem
y. when he comes

thruug’ﬁ Ignore the
MT"I'_tf you have to.
Make sure it doesn't.
have a susta:ned clear

£ shotatyou S

Destroy as many as yﬁu can thhciut gettmg yourself kllled

| and keep moving. If you stop, those tanks will tear you up. Just
keep striking at the groups of tanks asyou move thmugh the
canyc)p. and don' t look back | - o

Keep your craft high in the canyon. It S a l|ttle
more difficult for those AATs to hit you. When
you're ready to fight, just aim down and do

some damage.

‘.,.,‘._.. -

Keep moving. You re aimnst nut of the canyon. Just a
IH:tIe bit farther Come on Retll You can rndke itl
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Attheﬁndﬁﬁtha T s, ::? Nﬂw destroy those

*fcanyon is resistance o e scarabs buzzing

base The place 18 G | |'| around the sky. Tangei

~overrun wn;.h Tradg = 4o Il | the nearest one and .

* Federation ¢ goons.. Hlt 7 Sy e 1} start shaotlng:_:ﬁ_ﬁgi;ﬁ“

those tanks' at the Bﬁd N2 % ceed | Frget them quic’"’_--_

of tha canyen. You | mmm =~ B | because tlme is :

_can see'more tanks
behind them. F_Iy
the bmilding that's
blockmg yaur ﬁre and

2 y
Shm e e e L e e mwl*wmmmmanaw :

Ennus Goal 3

CI

e e 2 T e B [T L L 1.'I:EL'.'- i
. A
“N*%m This Naboo canyon Nt

should be familiar
stomping grounds for
you. You trained with
Essara here,
remember? The
conditions are a little
different now, but you

Z! _-_-plaqe. Alrn 'far febie o
g droids that are ch:nsest. L
ta Retl flrst,. i |

1' . : ¥

B IS0 TS AR TR B N TR - B &' should have a good A
EEHUE EEIEI c - : L \} & hgp ideaof whatthe
AL DA BN B APt AR S B = ~ terrain is like. You'll _

ng{( to the sky and o o ‘ need this knowledge, because you only have seven minutes to
you'll see the last of O T g complete this mission. s |
the dropships. Fire a 4 i1l You don't have to destroy all the AATs on this mission. Al | = ™ -
few proton torpedoes . you need to do is make sure Reti is safe. Don't waste your time |, -
at the hull to blow % - destroying tanks in an area where Reti is out of firing range. This | =
it up. “ is especially important in the last canyon. If you destroyed most | * ..

of the tanks along the way, go ahead and pass some of the tanks. e
- Just remember that they can kill you if you don't kill them. You
- ' need to get to the resistance base to clear out the enemies.

| T A et 1]
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gmqurn!gw = = | Tl T i
- Mlss'on 12. Rescue on the Solleu

| ey - Are you ready for the pr:son-break
AT | | - Rhys? Don't feel too bad about it. -
LS : . - _— 2 Yauknawthegoodguysam me

- ones locked up. The Trade = @

S T w o A i h Federation has lmpr:soned some of
AT T b Ry > .- | the Naboo people. Move in with Ret:
OBl R L 7 (e Ny -and members of Bravo Fﬂght to save
SE APl Lo 5 ANy, . Sk \ .-_them. This won't be a walk in the |
: e o | AP R | ) park Not only is it a prison camp, =
o Do . --—G i@ “-—'x,}i L A |/ |it'sa prison camp controﬂed by the
S ﬂ-l S’iarf e[l WA | Trade Federation. You can expect

high resurstance. .Get in and get th,e '.
| job doﬂe quickly. . .. A=
Protect rescue bogis
Uesiroy furret drowds on prson
Camp \siands @ {. Uesiroy all turret droids
Provide escape roule for rescue boats @ 2 Uesiroy dropship before tenks are lsunched
: : @ 3. Uestroy all droid starfighters
Proiect resisiance freighter

) The p‘riﬁcih Ea'inp 5
v | crawling with Trade

5 Federation bad QUYS . 1| those turret dmtds Th15 e o \ i
’ You have to move o i || isn't going to be-¢ 3355{. R N !
N _quickly and blow up # | | Enemylaserfireis

“yourenemiesifyou ©  Fow Q. || |“everywhere. Target .= | o S A 8 1

‘want to protect your- - o e ; 1| | some of those turrets iﬁ deaven -
A ‘rescue boats. - . L i | | the distance and wipe - G\ W B 1.
o S | thei'n out qmckly ' ). - '

. '“The turret drmds are ’the most dangerous But don't dlscount the TF
pa‘tral bﬂats or the S‘TAPS—thElrﬁheer number can mean YOUf demlse i Assign your wingmates to attack the turret droids.

: -Fire at 3”Y¢h3t Cross YGU" path- whlleyou tﬁ'“d to ’tﬁe tur RS 0 g They can destroy a few of those turrets and also
s RN : i s draw fire away from you.

="




are knockmg out the
. pylon, defend your -
' rescue boats. A swarm
of STAPs floatsdown
. the mountain to the left
g of the shield. Hit them
i before they doany ] L
® heavy damageto = .,
E your boats. . .

_f-f""‘f

Those turret drmds sure don't like geﬂlng fired afl”
Once you start shooting at one; get ready moma 1.
retaliation. The turret heads swivel in your dlrectlon |
and bombard your craft with laser fire. Boost away |
at an angle ﬂnd back toward it again to dodge the
fire. By avolding a straight-on pul'h toward the
turret, you maka it dlfﬁcult for it to I'ruck you.

Contmue to ﬂy‘*aroUnd -
| the prison camp and 140 Dy o TR A s
| take out those turrets. If ‘ . ..  HE Your rescue boats are sitting ducks in the water.
- your target starts firing - B s 2000 M You and your wingmates are their only protection. §
| back at you, dodge its | '_ e A 020 11 Fortunately you can tell when they need help. B
fire by changmg YOUr L B e . I Sometimes they let you know that they're under & N :
ﬂ,ght path o | o) .  BE fire and need help; other times, your objective ; Y
. Wy o Ao o oo SEE critical indicator at bottom-right will flash. In : s
S e _ either case you know that one of your boats is in 5 . ;
e . ,, - Y 3 trouble, and you better hightail it over there. b
5 % £ =_'_:-__!;_ M-l FE: ; .- : Y k) § ..

A soon as you destmy
. the three turret droids

~ on the prison camp

| islands, your rescue Federatmfmever"TF -

' boats can. rescue the | patrol boats keep -

3; pnsonérs e showmg up. Fly around

| g ihe carnp and smk»any

‘. ‘-3m-'ih":.l'."m.l'..'.'i'fffﬁ’rﬂﬁ‘ﬂ’ﬁcﬂf{:‘q‘k_mﬁﬂﬁ;j

—

i ' Bonus BGoal | 1 After your wingmates have destroyed the
1 pylon, reassign them to defend your rescue
- If more turrets remain around the edge of the water, destroy ' | boats or to attack the turrets along the river
them now. You can't have them shooting at you or your rescue "} route. Just make sure you use them.

boats. Leave no turret droid standing. This includes the first four
droids on the other side of the sheild, because they can shoot
.. the rescue boats as they wait for the pylon to come down.

O T O T i b o =

j -Wlth the turret dro:ds
out of COI‘I’II’T’IIS5IDH
| reassign your . -
: wmgmates to destroy
| one of the pylans ;
' blocking the exit to the
' prison camp: You only

1 .need to destroy one: tn

&

% faged
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Ennus Bnal l Bonus Goal 2

x The rescue boats
| have the prisoners
* . .. and let you know that
.. .'l they're heading down
. river. Hurry to the
- | river before they get
i there. The turrets
~-. | positioned near the
",| front of the waterway
'\ could do some
, ‘ damage if you don't
X blow them up quickly.

A dropship is trying
to land some tanks on
an island at the end
of the river. Fly in
quickly and fire three
advanced proton
torpedoes at it. Add
some laser cannon
fire until it breaks into
little pieces.

| e To save proton torpedoes, assign your
R A lot of turret droids wingmates to attack the dropship as soon as
R | are nestled along this = | = Lossible. Finish it off with your lasers.
river route. If you [, S — — - i
~ don't blow them up,
_ they'll blow you up.
Set a slow pace over
the river and use your
sniper view to damage
them from far away so
you don't take any
damage.

A few droid
starfighters have
flown in for the attack
at the end of the river.
Put them in your
sights and shoot them
out of the sky.

Check the

mountaintops as well.

i The turrets up there

* -7 | arejust as deadly and

A can be easily

“~ ... overlooked. The

.7} sniper view works

_*~.. | great for hitting them

v | from afar.

Another wave of
starfighters can be
seen in the distance.
Use your sniper view
to zoom in and put
some laser blasts in |
their hulls. They won't
last very long. |

You've reached the

end of the river, but
don't take your eyes

off the mountains just
yet. There are afew -

more turrets to take _ s - -
care of. Target them When you shoot at incoming waves of droid

and then hit them with = = starfighters, aim a little in front of your
| your lasers. 18 enemies. Those starfighters are moving pretty
fast, and they | ﬂy right into your lasers.

A third group of drmd
starfighters flies in to
join the fray. Zoom in
and send them
crashing to a watery
grave. When all the
droid starfighters

are gone you get a
shiny medal.

[
LA . 8




~When your rescue boats

£ it reach the open waters,

TF patrol boats appear
-near the island that the
dl‘OpShlp was trying to
land on. Turn your
attention to these boats
.and blast them apart
_befare they damage y0ur

Save two or more proton torpedoes after
destroying the dropship. You can then use
your advanced proton torpedoes to destroy
multiple bombers attacking your crew.

R e e S S R S

D

More bombers arrive to
destmy your resmtance
frelghter. They have 8.

large payload of bombs,

50 destroy them quu:kiy
before they can do any

real damage. If you can, -

flre your advanced

More TF patrol boats' |
are wantlng at the_lsland

There S the resnstance
_ freighter. Ifyou

destroyed the bnmbers;

starfighters, and TF
patrol beats, your

freighter won't have’s
. problem accepting the
transferred personnel.

L]
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The 'n:ade quer‘atmn is pumng rm
punches on its last assault on .
Naboo. They've sent. a considarablp
force to take ﬂ‘llS ?N autpast. -

OBJECTIVES

. Protect resistance furrels

All resistance turrets must survive
Uesiroy all scarab fighters
Lomplete mission in less than I2 minuies

_;_*-?A' 5mall mogatatn =
. protects ofe side. of
. the shle]d T\o'«reIwu}ua?'!'r -
' resistance tur%s
guard the_ res‘lf"“qf t




Vas you 5tart thé» . @
rmlﬁn.medlatalyc Wy il ol
‘begin t&chargethe - F 0l

. -_i;iplasmgscnurge B
| charges, m |

1lo —_— oooo

' Churgmg the plasma scourge takes time and umﬂé.
It uses five energy bombs to charge. Make sure it is
fully charged before you let it go. More importantly,
muke sure |tfhlls you can't afford the wasted time.

One down fwe to

| the next HAG. Set”
! Vana to destroy the

and carefuﬂy mqve
closer tcrthe HAG

tha rrrore accurdte

plasrna scourge the

=
e,
g, i
1
]

Bonus Loal |

After junking the
second HAG, your
plasma scourge is
drained. Make your
way over to the wave
of AATs hidden behind
one of the small hills.
These are the most

' immediate threat to

| your precious turrets.

'go. Turn rrghj: to spot;':'.'

LR
*

AAT hldmg behmd |t :

The i:loser youare,

yﬂu can be Drop thef I

mnment rt is charged L

e

s ———— —n. e .

# * ] ] N L W :
T .--..-.---Ju----.-- - - = . a e —m——— - =
_.-""'-F. e

Bonus Enal c

As you turn your 2
attention to that b, |
second HAG, a wave . . .

of scarabs can be seen =~ =
in the distance. Shoot = . .. >
them down quickly, or =
they'll pelt you with
laser fire.

L
T By ol
P i o S R L e
'

Throughout the rest of
the mission, listen for
Vana to report any
new waves of scarabs.
Her warnings give you
ample time to finish
what you're doing and
still spot the wave
before they break
formation. When they
are in those tight

Don't rely ex:luswely on Vr.mu to warn you of
oncoming aerial attacks. Always be aware ‘6ﬁhe
skies around you. If she misses any waves of

“scarabs or bombers, it's your job to catch: them eurly
_enough to snfoly pick them off.

By the time you reach Lo
them, a few energy

bombs should have

recharged. A few well-
placed ones can wipe .- = -
them all out. Or, if you " g
prefer the safer but 5 Sl

more time-consuming i
route, shoot them
from a distance.
- 2 ' ; L
: (j' .. w ' . primagdmes.com
% 3 : I‘- - ; : -, F, - -
. j ¥ :
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3 Bonus Loal 2
' -.H '_Wlth _ahat ftrst'wava With the immediate
o of AATS gcme, iook perimeter cleared of
. . *1 to the parlmetar nf v tanks, show a little
. the shield. Two * 1 love to the scarabs
. - HAGs are wlthln . "1 flying about. Have
b . | range of the turrets . Vana help.
S o | Thisisbad. . = _f
Vi '_-'Becausa tl'la plasma e a.
% _ e i-.'scourga ta‘kes SO Iong E onus G 0 E' I ﬁ
e f charge, destroy | B

SRR the AATs surraundmg
<] the HAGs. If you go ,' I
P f:.'-f-or tha HAG& right . " |
! away, you become a
.. | sitting duck for the A
R _.\_:':AATs Use yaUr f_f- 3 (7 ‘

By now, bombers
have joined the fight.
As with the scarabs,
they like to stick in
close formations until
they reach the

Tt :.S_.Znergy bombij:r - sittpost: Th
: g Zué El:‘lb}' H A Gs difference is that their
aroun ) S. a0 s 8 s it el ] bombs are deadly to
’.__'_-thh the AATs gonef the turrets.
. you can safely drgp Fortunately, they are
o e e B couple phsma much slower than scarabs. Destroy them early, before they
RS R 3 o | . scourg’es on them- o can drop any bombs. —
R . - :.._f o o 3 i .a.: .H H: % i i'ﬁ.. ﬁ ; , s AR
. . e ' - ' Bombers pose a serious I'hreul' to the resusl'unce M’
~. turrets. It doesn't take many bombs to dest ;
g turret. One blown up turret is all it h‘.lkes ro rum
5 2 our chances at this medal.

If you don't have enough energy bombs to

drop a plasma scourge, don't twiddle your

thumbs while you wait. Attack the nearest

scarab or sight some far off tank for your 1y me hara on out

laser cannon. There's always something to i t,t sa -omplax !

attack in this mission. 1w g act. Keep

yeur’eya»on the =« [
shield's perimeter far
any tanks trying ta
d | rush tha tu "-ets~ |

of'f tha HAGs as thay %? (o )
-~ get. cipser and your
plasma scaurgas

"\ bacome rechargetf

ﬁ -




Ta see ,.thts screen

}-dropshlp? There are
"*twe of these baddy " -'

they bring nathmg G
but trouble..From the 51.-5}
C-9979, they land an' '
;_j..th‘e oppomte Slde o‘f

& the shield: Bestroy
| _f--them befsre they "
._-.'--unlaad toomany
AMTS ﬁi' batt!e droids; /.

A &

Bonus Loal 2

You can catch most of
the later scarabs
before they break
formation. Destroy
them before they can
reach the outpost or
turn their sights
toward you. Bonus
Goal 2 practically
takes care of itself.

N

© It seems like a tall order to keep all the turrets alive, doesn't it? Not
¢ as long as you stay focused on the mission. It is a constant battle
| throughout the mission to watch both the ground and air. It's tough,

| off scarabs and bombers. You can't do this alone.

ﬁjﬁ_.“_'}’“—#"} W — memts m oo B Emmmmy B
I = " - Y . B ™ - =

rd

=.3

Bonus Loal |

s

but if you make every shot count, the resistance turrets will be safe.

»

r

¥

anly one turret needs
to suwwe. er:h 5Iqlls
l'ke yaurs the anly
mnssmn cbjectwe is a
p:ece of cake. But
why settle for just
 this? Savmg all‘-12
turnets is surely
wath:rr yaur ab:hty

"Em-nus Bnal 3

To complete this last bonus goal, your performance must be
top notch. Here are the things you must do quickly,
accurately, and precisely:

Catch the aerial forces early. Rid yourself of these
starfighters before they become nuisances. Spot them early
enough, and they only take a few seconds of your time. If you
wait until they reach the outpost, you've lost precious time.

Time and aim your plasma scourges. A missed shot on a

« HAG can mean the difference between a gold and silver medal.

Destroy the
dropships that land in
the middle of the
mission. Dropships can't
drop anything if they're
reduced to scrap metal.

Make Vana earn
her keep. That's what
she's here for. Use her
to draw fire from the
AATs. Have her defend
a turret in trouble while you go after its assailant. Use her to ward

& r

* "
Hr#ﬂﬁ_m—-ﬂ-"‘l_l_'_l_l_-_'—
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starf, gntars'rn Giane gl -
fransmitter -

Uesiroy all receiver stations

Uestroy all droid starfighiers
Uestroy merc leader @® . Destroy receiver stations in less than fwo minuies

. Desiroy shield reactor c. Uesiroy all interior ceiling turrels

=3 ESEEFIE DEE 3. Uesiroy all lander assembly cranes

 That huge IISCS in the ' : ' \. Set your s:ghts o
- distance isyour _ : .' ‘that f:r*st receiver _.i A L
” _-¥-dest|natlon Put on. 2 statwn and fire “awayﬂ
- your boost and get | 1 " with your lasers You.
_there quickly. . W ; .oniy have two -
‘"Drmd starfighters are S - . minutes to destroy all
evérywhere, e 2 | = 14 statleps, s0 ke‘ép
| ‘but forget them for - | /3 | . Vil | - your booston as’
*NOW. You have  ° Hf i’ o « E much as possible.
‘more important ~ (\W_A/ . - QagP’| : Three more receiver
thlngs to db . _:' Moo g e stat)ons are to the o —
e s b ' nght They continue amund this s&de m‘ the DCS Sheot :

A e . £ o . f | RN
= = - oy ' i i i L - S
- e & ; E . ] W " S *u L)
e L g = L r 0
0 " ' - Y &y d : . i L



If you pick up a few droid starfighters on your
tail, ignore them. You don't have time to get
into a fight.

 Mercenary Leader

i

That mercenary leader has some powerful
weapons. If you see those missiles coming at
you, use your brakes and power slide out of
the way. When the missiles explode, you'll take
less damage stopping in front of the explosion
rather than flying through it. Ride your brakes
when fighting the mercenary leader.

TP _-r-'l_'_1‘- n.-'\—rl—?

Y LERaET

L I_F"-—P'_r—""? F—'r-"

A quick and easy way to destroy those droid
starfighters is to fly underneath the DCS.
Those starfighters try to follow you but end
up crashing into the DCS.
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.- - ./ PBonus BGoal € P W a o e e o e e S
' .~ When your shields ; . :
*+ - 7 recharge enough, get
~+ .| back into action.
A Target those interior
ceiling turrets. Use
- the lander's wings to
- . | block that laser fire
e while you aim for the

", top of the turrets.

hostile opposition in i

* pieces, fly to the top v

of the room and target  -:
the last lander

R

__ assembly crane. Fly to

‘ . ' top of the room and
: ‘ 2 target the crane.
S BT Knock it out of

gy el ¥ -- commission, and
: ' another medal is yours.

: . With those two turrets = it ' T WU :
; out of the way, it's
| time to shoot the
i lander assembly crane - f — 4 j;.,__ ;  am You re not O}Jt of thE--..
: above the lander. Fly | il Wil U8 B /<2 g woods yEt You sttll have
ey to the top of the s > R G L
2 * ; room, target the 1 5 Iea der P u‘c hlm nn yo’ur
crane, and fire away. = 4 e B ,_"'-.'; e Grs an p hea d for the
, With that completed, | S mmae (55l 3PS L " shaft near the cellmg
: . make your way into | (s o o My it AR | P .__'-Tﬁe shaft steers you to
. . e theinoks roaimn: LR w wiiw L 57k g -:-'_" the rlght Shoot any
Sy S0 I T L L S T L Y By ¢ e 57"%; contamersforaclearer
Bonus Loal E _ ¥ path I{allthedraid
3 _ | -~ _ starﬁghter at the and

There he rs Be careﬁ.il
around that mlssrle

¢ ﬁre If it contmues tu
hlt you, your shlelds

~ " Fly down close to the
e floor and move in
. slowly. A few droid
-~ % - | starfighters and AATs
&5 "~ lurk around shooting
1 at you. Hit them with
Becoat your lasers before

~goin no time.. Duck
unt:h?.-lr that dropshgp
to your Ieﬁ You need

i you go after the - some cover whlle yuu
p A ceiling turrets. pian your_a_ttack
1 When all the | Destroy any droid starfighters first. They have
: ' starfighters have been | powerful lasers that can quickly deplete your
gty ¢} dloaredifrom the . shields and damage your hull. Use your sensor
SRR room, you can get |0 targeting system (hold down the manual target
1 ; ; those interior ceiling 1 button) to find them around you because they
R turrets. Target the . are small and can easily be overlooked.
LN turrets and stay low. | R
R Use the lander's wings Ltk
et for cover again.
o ‘ Destroy these last two e e R
: LD and a medal is yours. s _,- Y S f
primagameg.com Tt kg, : 4 , = & . ; e




at‘l:ack ""d your héalth near the cellmg The -
is full, mtwe slightly shaﬁ Ieads ybu' e
“away from the comfort
._._Eef the ﬂl’bpﬁhlp Huld

?l -

]

| ' shats are 'all it takes to
deactwate the 5hIEId

Er\rr n}

a-a--lpldl-nj e e

Drol 8 =l bsd &

'_IJ_._r_.l.. Ertigriee
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Bonus M:ss:an 1- Flghter Trammg

- This bonus mlsslon is avallable to you from
: the start of the garhe. A & 3
o Lomplete mission in less then five minuies
Bk . Uestroy five waves of holo starfighters Lomplete mission in less than four minutes |
2 ] Lomplete mission in less than three minutes
T I-.“‘ : o i .' vl I h'll—d-r—:'; o — mz:lql-h- m—r‘hmt_ -Iu—"‘—-‘"’_‘-ﬂ"_‘*'- m—— ..t.-— u:r_' e -——:——1 —:w—-a—"“_m—rn_m_wdﬁ
: :;'_-The ﬁrst ‘wave pf holo Use your snlpel: view :
! ..-_};starhghters appears m it g&t iy gaod sight an,
. front of you shorﬂy the holo starfi ghters
.0 | after this mission There are only two,
o «7 . [istarts. Onlytwo = . - flghters this round, dsn
Il *‘fighters'? Doh't get too : quncldy destroy them
’y _' _confident yet. Thisis -  before they get a“

chance to come

‘unly the f‘ rst wave. _4_ A fpeis

N | tﬂmfd YQU- Next' K
; ': : W“f’”“‘-‘d " '
o o The waves of holo starfighter come from different |
L directions. The first wave appears in front of you. @ o STI1TET ANl Rl .
Gt o The second wave appears to your left. The third 2 oot 4 - et ki OOOO
L wave appears to your right. The fourth, to your — [SEeS Keep an aye on fhe asl‘erolgls ﬂoallng lhrough SPH
; right middle. The fifth to your left middle. ' | They cause great dumﬂge il-‘ uck mto em.
| , : ., : s Thesa giant rocks can be blo ' ;

o
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To maximize the time you have before the holo
starfighters fly past you, hold down your brakes.
This grants you more time to shoot at the fighters
as they fly in a straight line toward you. This also
keeps you out of their firing range longer.

When dogfighting, use your power slide by

boosting, then slamming on your brakes as

y it you turn. This allows you to make sharp turns

e it o i to help quickly track and destroy targets as
Sl g they fly around you.

ek rgmr

_Dagger

e T T U T T e e L ik &,

T e, La 2 = ey

Practice, practice, practice to pass this fighter training and make the
bonus times. This mission is not for beginners, so don't feel bad if
you don't pass it right away. The key to saving precious time
throughout this mission is to destroy most, if not all, your targets

Perfect your long range firing skills to reduce the number of fighters
you face at close-quarters. Use your proton torpedoes for an easy
take-down as you squabble with the waves of holo starfighters.

o
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-, _.; Bonus MIS‘SIOH 2. Ground Attack Trammg

i & -

i r o

i .l "

' - e {%&H&E’Aﬁ ﬂ“‘&*}&mﬂ o R R S SR ey, 2 i
. { [ i, e .»*-'“-.: _'-::_-} \
: : B o H mu ’tn Uni DEH o
SR - Thls bonus missmn is a\zallable to you from
L ?" et the start of the game. £ g A0 S T
: .r: | : % -i\' = T A T S S F R RS g R by S Ly R <
e g Sl Sharpen your Ekl"s by manauveriny,_ e
PR PO bombing, and blasting your way ' ..
iy, s me —¢ thr'ough waves of holraphlc =
: " 5 Jﬁm&wsﬁﬂf{@xﬁ&% in“?-::‘.?:}‘fi:Q':E‘:w“a’r:.::{-v_i_f-ﬁ{*??-::-iﬂﬂ'ifﬁ'.E?'«}'E'- IRE A gmund unﬂs. I X * ,:'
: T' ; : 3 . By R ‘- .r f"fl\

15 L
Complete mission in less than sik minutes L

g Lomplete mission in less than five minutes b

' LComplete mission in less than four minutes 3

R TR, 5, A PR L g Se— N
e T — RS ERNATRNRSY
o iMission Objective | The holo units head toward you as they B
ooy P e 0.  attack. Fire your energy bombs slightly in i
P ., . i ﬁ R ' front of them to compensate for this ).
R Atno mc STA?#TH an movement. Firing behind an enemy wastes £4%
A AAT cnmprlse = f:rst L time and ammunition. :

* ... - | wave of holo’ dﬁﬁs.ﬁm o

5 S on‘thBSTAﬁasydu
PRI '-*"m'a\keyour ap% oach, |

ﬁ‘ie "Hﬁlupa"o-

: 'd prepére for |
H" - _‘_:_,‘to your duai tr:ple-laser ;
. . e =" cannonsiif you get low i
S ,.#Q . L f-‘?._on‘energy bombs ‘
g"’ . e . mntmu ed :
. -4 O. { > -' ' ‘r ;1 : i - " ' 'h‘ ; ,.- . % i : : " . : - - : . 9 .+:



o Make the holo starfighters your main priority so
e e y 1) they don't shoot you down into ground unit |
o waves of holo wilts i together from here on out, range. Once the holo starfighters have been

| Keep an eye on the number in the screen's upper right 11 destroyed, take care of the grounded holo

" corner to track your progress. PR units with a bombardment of energy bombs.

Shoot down the hblﬂ.
'{i;‘.starflghters at the ¢

1 beginning ¢ of each cxf
 the final waves. Once
'they are taken care

{ of. demohéh the
"-}grouﬁd helo unr]:s

| ;_'belowa Stay eleyated

1 | so that you don t U
follow'the holo .
"5lstarf|ghters ll’t‘l’.ﬂ the s
11 ground e, o

\ After 5hoot:hg down
the holq starﬁghters |
_ the flnai wave,
_search the grou nd
for any remalmng
holo units. After the
_ground is cIear, relax
.and enjoy the '

;:_-scenery

\ Wave six has you
flghtmg a small
_,fgmup of holo' :
| starfighters. Blastmg
| down these fighters
is easy with the heip
:"g;of your autematrc ;:-'j-;__
rotatmg turret gun
B2 Another wave of
= helo starflghters rs

'_deployed shortly

-

el A

. -

-

Bonus Loals 1.2, and 3

Staying high above the holo units is the key to passing this
mission with a bonus goal. This puts you out of range of
enemy gunfire and lets you use your energy bombs to take out
groups of holo units rather than taking them out one by one.
At the end of each wave, drop a few energy bombs on the
holoprojector to destroy the holo units as they appear. Once
you have mastered this mission, try it on a harder difficulty
setting. Then we'll see who's a Jedi and who's a Jawa!

The holo starfighters fly low to lure you into the
1 | gunfire from ground uml's. Keep your bearmgiﬁmd
- 5;--___;,_#._ siuy hlgh to wold I'helr little i'rap.

Keep an eye on the
¥ ground as waves
eught nine, an;i fen
combine ground

: fqrces w:th an. aenai

: :;;-atfack Take out the

1 holo starﬁghters

" before dwertmg your
,}'._,_-attentlon to the

| ground. This aﬁnws
'k,the grauhd hﬂlo unlts &
| toclump ’foge’ther Now lay a spread of energy bombs down f
A }nn them destrqymg the entire grnup mnmue d> '

- Z MOISSIIY SnuUog
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Airgs Bonus MlSSlon 3: Charm 's Way
e AL 3 ~ \ .Hmu b6 Unim:h.
§ . The Royal Escort . -

. Contract Infractlori Gt
. Piracy above Lok - - . ' +

As the tensa political situation :_:m

. :f’ Naboo escalates, Essara Till .
: responds to an emergﬂncy raquest " ‘ Takmg s Offen.i'.we
for assistance by Reeve Dallows,. 5 @ The New Remstance
s Rhys's father and captain of the . The Flnarl Assault |
Nabao fraighter vassel, charm s Way. . e e , '
;. | OBJECTIVES
‘ o/, ® . Tuo freighters survive
@ (. Escort freighters - @ 2. Four freighters survive
® 3. Sin freighiers survive
5 When yqu start thls 'I | Asmgn yc-:u-r‘wmgrnateé f |
" | mission, enemy fsghtersf, to defend the T
G are already attacking = 'Mercatan while you:

preparé -for the next

.- B gour freighters. Target’ : .
" wave of starfigﬁters* -

o the morningstars then -

g '-go after any rernammg | 4 'f-After thts wave, the
N starflghters . , |a . Mercatan is the _
- EaaEs o 'flrst target _
: o You start this mission with nine freighters to f::v:h:faﬂaiief:iﬂ'es
Y protect, but only six have to survive to get the &8 4 'm
2 : . i that white moon.:
gold medal. If three freighters get destroyed, > So s [ike the : t
don't feel too bad. You'll carry their memory e y wan
with you...always.  piges of you. Fite your .
St S * laser. cahnons ’to get rld "

- ofthem e
: : RS ey e

Don't fly directly into oncoming starfighters. S "--."'- e

On the Hard difficulty setting, their laser fire is S S

very accurate and can rip your ship apart.

. “continged B - .

- i . - L] L
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- { continued

o

If you lose the first freighter, reassign your
wingmates to protect the next freighter. You
need all the help you can get.

i

Bonus Goals i.2, and 3

L e e = S-S - — —r = e it
=

- — — # - = - + & T

Your freighters are heading for safety. The number in the top
right corner counts how many freighters get away. If you
destroyed most of your enemies when they first started
attacking your fleet, at least six freighters should still be
alive. If a few starfighters got by you, then at least four are
alive. If you let them pound your forces for a while, you'll be

~ lucky to have two freighters left. If six freighters did survive,

~_you get the gold medal. Congratulations!

e T T o o e Wi o Y e i s Ty . CH.
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e Bonus M:ss:on 4. canyon Sprmt

e Q Hmu ’m Unlu C H @

_?Dallows sats_ . Naboo Provmg Grounds

. !
s - - _gﬂf tohprove_”_ @ The Royal Escorl: R
- f:s:eitepﬂot “ o Takmg the Offensive . g
iy Linthe galaxf ® Midnight Munitions Run : I
vl e in an all-out { 2

_ . Rescue on the Solleu - ;j |
race against | The Fmal Assault % ,;f-f
Nm Vana, F— o il

2 :.-."".. (u .
e ﬂ l Etarﬂghter

B | ) oBJECTIVES

A I. Finish race before Peti
e 2. Al racing opponents must survive

e e T s N
-
& [

S e
.

e
I

@® . Finish race before Hym
® 2. Finish race before Vana
® 3. Win the race against Essara

 Rey, S S o A As temptmg as?bls ta
: Ef.;aEﬁérybady starl:s the B, 0 | _put a few laser blasts .| '
rac‘e ahead pfkyou 5 & | : % .3_-._ A “h-the back D'Fyﬁur"' BE o e
Slam on. your baost Jf et y F competltlon, hold o'Ff
“you want to be. L o AVAESESEER  H i you kill any of the

o :-player in this :-'-' sl N e vother racers yeu faﬂ el

-CemPetltlon iR C s B ' the raee e 1

SR e SRR R T el TR T T R You should be an expert at ﬂymg through the canyons
L T T e Ve | by now. These walls aren't very narrow, so using your

# FOe T PN LR o T O e boost won't be very hard. Learn the twists and turns of
P S y Lo = o Lot S o | ; the canyon so you know where to ease up on the
Gl R AN A T e E s el Yo o w i boost. Hitting the sides of the canyon really slows you
K T o PR, g o SN i down. However, not easing up gets you the best time!

- = O | g ar | & . 70 A o e e i mmwwwmwm«w‘*
= i Cmral ik o e 1 ¥ . - £ =
- O ; 5 o e Tl = % 2 2 it 4 b . . 1 . * . ; * 5 ] ) A B ] . - ‘ A ' Z E ]
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: ____"‘F‘nlshmg the féce
';-;-:_E'I:before___Retl shau[dn t

__..-;.Ias'ers an as yﬂu fly |n
}case any mines, get
“too clqse. Keep to
: the rlght canyoh -
waH an‘d ymu wori'

-
e, S -

The canyons connecting the clearings don't | Bonus BGoal |
contain any enemies that try to hurt you. All you E&
have to worry about is beating the competition. 5 S TR T o
Put on your boost and hurry through the | to defeat Nym in the
canyons. Just don't crash into the sides. race. He's faster than

Reti, but not as fast as
the other racers. You
can take your time
through the canyons,

~ bump up against the

- canyon walls, or even
Sibadoh sl el o shoot at some of the
ﬁ_'_f'-f'fﬁ'-_' _-:;'f' 'ﬁL":t-"' f.';_.;_,i;i,__;:_. . obstacles in the

) '\ valleys and still have a good chance of beating Nym.

i
- RO e
"1 oy g
i t

B e, e T e i

Vana is a great pilot.
You can't make too
~#%  many mistakes, but
~ you do have time to

: control yourself
through the canyons.
If you don't crash you
should be able to
beat her.

Bonus Goal 3

~ Think you can beat one
of the best pilots
AT ey N S around? You have tobe 4 S e
4 . @ S ey o ASETENE Walls, and you ¥ Ecsara. I(eep your boost S L DR S e

on and avoid hitting the
walls of the canyon.
With a little luck and a
. little skill, that gold

"~ medal is yours.
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Bonus M:ss:an 5. Outpost Attack
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Hm.u it Llninnh

.’ Get Approprlate Medal in AII Mtsswhs 8

: quend a rnimng outpast from a
. swarm of droids. Dastmy famng
_mines to prevént droids from :-
spawnmg. Lose points for lost

X “buildings. Gain pomts for destmymg
£ ) '.'~ droids and m!nes. |

uuuuuuuuuuuuuu

)

« 1. A least one buiding must sunive

five minutes
acore 1,000 poinis
acore 3,000 poinis
Score 5,000 points

. -
: o
i
A = ru i T g WAL g ey e e el e, L P A ey e L TN s i o Lt W AT T Y ) e et i LR | gy s S, 1 W I, e e el e S T s o s e T ) e e ey e e R T, B o W e g T R R e A e 8 e o gy e o wd e m iyl LRl et ol e e v pn e Lo ; g
e S LT e i) AT e, i e T A, e e sy e e e e g e R U e e Ty A Y g e g e ey o L Lkt S heon T S e e S N e Bt 8 gt b e a5 e AL .r; A .-.-.—..,-..-.-r.."\.- TR e s -
- O . s . .
» - % * L Lo M . - Y .
- - a = 5 W " " - . " -
- P S R T = ol e = - -
[ - i -,
». . oy - e = - i = -
i o e Sl Sy L .... -I__ == .
P, 4 5 I Sy - &
P i ALt
- - K
w
o +
L]
-
-
-
.
'

a.;‘. e (i - o . .___.I
" ‘__: S asem 5 mooes @ m—
Ll l_

L] ¢ .

|
|
)
|

'Ig'

Away we gai 'Laokm :" e Y .

I your léft to see the . . - . .

__:f'éwarrri of dro#d o
"starﬁ-ghterﬁ '-‘J,ﬁ:-

Scoresﬂpumts fur destruymg adrmd starﬂghter and 75 for "; ;
destroymg a mme. Lose a building and forfeit 100 points. ¢ NS

- many as posslble as
_you race toward ';he

.‘_'-_‘F"'ld the towerz to tha.'_.

-._'-',-rlgh'c of the glant i
_ %"_"_".j_'drcpshlps Prctekct the :*5:'
® ) | tower with your life. .-
& ;’Remember if l't 'F&"S, . ::,'_-j_

.1_'--: !

distance Dnn T waste

 too much time trylng
ta shoat dre:ds a’l: thls

t:antmued )

-
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Enalsl E‘ and 3

*‘;Completing this mission is hard enough when concentrating on
| protecting a single building. However, to take home a medal,
you must score an outlandish number of points. You must
3 - 1 shoot down a lot of droids to make up for the loss of points
o - s YQU Caﬂ t Shﬁﬂt-" 1emM = each time a building is destroyed. Perfect your skills elsewhere
all Your mam prtorlty ts k’eeplng yaur:'ower cle"r of__- enemy ire. ' before attempting to clean house at the outpost. If you think
| ; oo I | | you're ready, remember to tag everything and use your sniper
view to target distant droids. Only a seasoned veteran can do
' well in this mission. Do you have what it takes?

Tag all droid starfighters and mines as you
shoot them, ensuring a direct hit. The faster
you can take out a target, the faster you can
move on to the next one.

[Destroy all the dro

 starfi ghters in thﬁe area

~as they appraaeh ya}" 5 | R

‘tower. Between  § i g R

toward the bulk n'f the...-- | f
outpost to shoat any |y
drmd that'yau can fget' ‘

During the five minutes, destroy as many droid
starfighters as you can. Not only does this give you
points, but it saves you later when all the droids
come after the last remaining building: yours.
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Bonus Mlssn:n 6. Space Swee B

Hmu tE Uniﬂﬂh

. Survive mission for three minutes

= .

. acore 10,000 points

® |
® 2. Score 5,000 points
® 3. Score 20,000 poinis
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F'_l AR _h'_i_l_ et _H-,,,'____m_ﬂ___;_ .___,._,A"T .,J.f_,,ﬂ_i__h :

Fll‘ld a good p!ace to
* shoot the debris. Aim
& your sights at the

this direction.

bright yellow star. Lots
of goodies come from

i -

fﬁ‘ Look at all those

# | mines flying at you. .
4 lt'stimetoscorealot = €&

. of points. Get those

> mines in your sight
. and fire away

. with your dual
triple-laser cannons.

Everything in space is worth points: Small
debris is worth 50, large debris is 100, mines
are 500, and saucers are 5,000. Don't waste
your time on debris, regardless of size, unless
it's in your way. Aim for the mines and saucers
to rack up the big points.

Debris and the mines make different sounds
when they get destroyed. Destroyed debris
makes a higher-pitched noise. Recognize the
different noises so you can identify what you
hit and what you need to go after.

5250
| your view of the real
point makers...those
mines. Fire your
energy bombs to
quickly get rid

of the debris.

Your sniper view works great on this mission.
Zoom in on the mines when they're still far
away. You'll be able to hit more mines and
you won't risk them hitting you.

Get that debris out of
your way. It's blocking

. There aren't too

many saucers during
this mission. They're
worth the most
points, so go after
one if you see it.
They move fast, so
use your boost to
keep up.

1:49

Keep hitting those
mines and scoring
20,000 points won't
be a problem. That

gold medal is yours.

.
4
P
5 +
T

..F
e T e e e e e
0 - Y . L ¥
= - i « " v Caw

Those saucers have a
really strong hull. Fly
in close and use your
energy bombs and
laser cannons to
dispose of them. Be
careful with your
shots. Saucers spin
and are easy to miss.
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F'rotacting the Quben in
e Mlsston 2 The qual

G ". Escort would have been
v 7K oich e easier if you could

FoaE ' have tagged allithe

e ?f Queen 5 asEallantar Now is
Yo ) aUR chance. Go back and

BN shew thnse flghters how -

AR Iucky they were that Vaha
s e __Sage wasn't on’.the Job
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R 'Bonus Starshlp- N 1 Starflghter
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E f L4 Mldnight Munitions Run - .
it ' 4' { ) Rescue on the Solleu $ e

. The Fmal Assault

3 'ererare a cauple affchallenges to ﬂyin 3
=hawe I-f' : Retfqndarf W' apon is fun to u se
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. Here's yam* chance fo prove to your friahds that . O H 1 HJ ’iE] U 1 l EI E H @
~ you're the best starfighter in town in a few aasy )

| steps. First, grab a controller and start talking .' G"-‘t APP"'i'-‘F"'l*?f‘t"-‘ e |

trash, because only one player will walk away the ,j | Medal in A" MISSIQHS 5 R

s ‘winner of this mission. You can play either of two | e : oI

.. | modes: Canyon Race or Capture the Flag: canyon

-. | ‘Race is a point-based, two-player, race-and- - =
EEhe --F-cambat competition through - the training canyan

i of Naboo. Capture the Fla,g is a fast, ‘furious '

” ¥ '_" -_",_sk:es over Naboa. Finalm call your M_end ﬂ -
© . | "Wookie" as you sit back and get raa for same
| ﬁerce head-to—head competﬂlon. s |

Y e ST R e ¥ o—o000—o00 I
B D i I'l I Starfighter
(&) Canyon Race Rules | B0 e —

1 @ | Dne point each time your opponent is destroued |
“ 1 @ 2. One point for reaching each arena first 2
® 3. Dne point for flying through each bive loop oy

. | @ G. Thee points for winning the race 4,
-\ @ 5. Five points for winning the dogfight at the end

B -Anythlng gués in thls .’

" | race, so watch your'

. ..back as you- leave ‘the < _ B

*,. | starting line. If you fi f‘nd B ! P [fyou are destroyed during the race, you experience a

gy ___youme,f behind, flre a e &b | short pause, then continue from the point where you were

% ; prmﬁn torpedo up ¢ hit. This pause is just enough time for your opponent to

_ *. | your opponent's atern # ;"
. .. "] Keep in.mind that
Ea tUrnabout |5+fa|r play

take the lead. Ahhh, time for revenge.
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Use the surroundings to your advantage. If you
see your opponent firing a proton torpedo, take
cover behind the junk strewn about.

e

.4,%

dagflght Thls' Iast
showdown is warth»'
the most pmhts and
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. Lapiure your opponent's fiag three fimes
Pass through the shield st your opponent's base,
then touch your own shield {0 score
Uesiroy powes-ups 1o recharge your forpedoes

You're not alone in all this melee. You have a

wingmate to order around. Set your mate to
attack your opponent for a little help.

O
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Enter the codes in
Code Setup. Code
Setup is found in the
Options selection
from the main menu.
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best place to start if you want
to know what’s new in games.
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Our goal is to preserve classic video game magazines so that
they are not lost permanentl(y.

People interested in helping out in any caracity,
please visit us at www.retromags.com.
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